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Area 51 is an action-packed, adrenaline-fueled wild ride through the mutant and alien-infested corridors of the world's most controversial 
and secret military base. This guide is designed to be your companion as you creep through the dark halls and corridors, giving you the 
information, strategies and tips you need to help you survive your extended tour of duty. 


Before jumping into the meat of the game, it is recommended that you spend some time with the accompanying instruction manual. This will 
help get you up and running and prepare you for the dangers that lie ahead. 


The information that is presented in this chapter will also touch on a few key items that should give you a quick overview of the basics. 


Area 91 has two main game mades: Campaign and Online. 


Campaign Mode is the single player portion of the game where, as Hazmat Specialist Ethan Cole, you must delve deep into Area 51 and 
uncover the truth about this top-secret facility. 


Once you've created a player profile, you will be taken ta the Campaign Menu where you can choose to start a new Campaign, or resume one 
in progress. You can also edit your Profile, as well as access the Databank, Secrets and Extras menus from this screen. 


In this book there is a comprehensive walkthrough for the Campaign Mode of the game, complete with detailed maps, information on 
equipment and weapons, strategies for dealing with the enemies, and the locations of each of the level's five Lore Items. 


Online Mode is the multiplayer portion of the game where you can connect to the Internet and play against up to 15 other players online. In 
order to access Area 51's Online Made, you will need to have a broadband connection to the Internet from an Internet service provider (ISP). 
If you are playing the PlayStation @ version, you will also need a Network Adaptor (Ethernet/modem) and a memory card, See Ee dane 5 
manual for detailed instructions on how to get online and set up a game. 
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Controlling your character in Area 91 is intuitive and a breeze, however, there are many functions and options yvau might nat be aware you can 
do. See the diagram below for a complete listing of the game's default controls (the control scheme with which this quide was written). 


Oe GAMPAIGN CONTROLS 


„R1 button: „Primary Fire (while in Human, Eorm) Weapon ja 


L1 button: Jump À _R1 button: Launch Parasites (while in Mutant Form) 
L2 buttan: Crouch / Crawl Ee b LR2 button: Secondary Fire (while in Human Form), „JVeapon 
E ‚R2 button: Launch Contagion (while in Mutant Form) Weapon 


Directional button Üp: Mutate 


Directional buttons & Right: Jin mer uare button: Grenade 
Lean Left & Right hen _ Triangle button: Previous Weapon 
__K button: Use / Reload 
eN Se Cirele button: Nou Weopon 
L3 button: Flashli ene 1 Tr af En & er 


innenertaaneabnnosnentncridendddintdntendactand nt mement 


AVA 


Ri Right analog stick: aim 
R3 button: Melee attack 


SELEGT button: Display Objective Ve 
START: Pause Menu _ 


nine 


ae Y button: Next Weapon 

IG g gemee eenen 

Left thumbstick: Move Character ___ Á _K button: Use / Reload 
3 ei 4 mn AE PD naan deraamnenctarnaedenciee atakenag gagntnnananstesenaetncsdeetegees 


Left thumbstick (click down): 


ARNE EE EE 


Crouch / Crawl 


B button: Grenade 


Pe nhatnormntdatiernfechenshanienisnimcntsdendone Ghana hafeanntahe0s 


A button: Jup 


Black button: Previous Weapon 


arseen ehhhmde odin: bond roagndtnkn nan deme 


… White buttan: Flashlignt 


rpenraeensnenenn E 


Start button: Pause Mei 
Select button: Display y Objectiv 


ta en et ad re 


ight trigger: Primary Fire 


henna gemtina nne aen ndgsntid 


(Human Form) 


| Right trigger: Launch Parasites 


ripe ie mm ae ett 


(Mutant Form) 
ight thumbstick: Aim 


Namarrervaerne Panart an BEREA GEAN 


\ AS Br thumbstick (click down} 


Left trigger: Secondary Fire 


nternet vere ante 


(Human Form] 


Left trigger: | Launch Contagion _— AE Î \ X ze en ad 
mre | en Ke K Directional pad Up: Mutate 
“(Mutant Form) en Ks K \_ Directional pad Up: 
Kk Directional pad Down: Flashlight 


‚Directional pad Left & Right: Lean Left 8 Bight 
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_ LT button: Jump 


Taen ee ROPE LEG DER RED, 


L2 button: Grouch / Crawl 


amen 


Directional button Up: Mutate 


ommen eenen 


Directional button Up Cin \ Vote Menu); Abstain 


nahe adsncannsa veinmanbena anna 


Directional buttons Left & Right: 


Kaatee tc agt cde ica Pencak artieste 


Lean Left & Right 


gent 


een 


Directional tien Riaht al Vote Menu}: }: Yes 


kenne iaaachiadadntdsdaattenier aaseter deken ed een AG 


Directional button Down: 


Kerneate da nmGkde skinken itokssnam admit amica amina 


Drop Flag / Vote Menu On 


Directional button Down (in Vote Menu): 


annrtvngoegenintaenrsdeneekhennikenten 


Cancel 


B3, button: sem md 


hed 


Left analog stick: Move Character 


13 button (press): Flashlignt 
L3 button (hold): Chat 


memrtn nme er meten ner emerge ern neen 
Katten ca taenia heh ehndach eamach 


weegt 


De ee ee 
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Y button: Previous Weapon 


K button: Use / Reload 


ren eeen nn eg 


B button: Next Weapon 


geht dar saret geeen here 


A button: Jump 
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Left thumbstick: Move Character 


memmen 


Left thumhstick (e (click down): 


mmm ar een en en oe 


Crouch / Crawl 


Black button: Secondary Fire 
_White button: Chat / Flash light 


voerman mieteren nae 


Right trigger: Primary Fire (Human Form) 
Á Right trigger: Launch Parasites 


(Mutant Form) 


Directional pad L Left 8 dE 


pent 


Right thumbstick: Aim 
Right thumhstick (click down): Melee 


Directional pad Up: Mutate 
Directional Pad Up lin Vote Menu): Abstain 


venten vennen repens tanmenn 


‚Start button: Pause enu/ Score LEER 


tee RE oe oe 


Nnememeesevearsst 


Prana envennmnnnn 


Directional Pad Right Cin Vote Menu): ; Yes 


Ae De Neede 


meere directignal pad Down: Vote Menu On 
Directional Pad Down lin Vote Menu): Cancel 


romen wenona ntsornanpa wennen pe zenne nne wenona en ater nne 


Directional Pad Left Cin Vote Menu): No 


sereen ef arnemmnenmsnendeehn ie e 


Directional Pad Down (hold): Drop Flag 
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your quest for the truth and survival. 


Dn 


The green arrow that appears on-screen during certain times will lead you to an objective. When you 
next, follow the Objective Marker until you arrive where you need to be. You can also press the Select bi t 
current objective. 5 


LEANING: 


Be warned: certain enemies, such as the Black Op sale. are highly intelligent and wilf toss dee at you if vou stay in one en a 
too long. 


While not all weapons have scopes and/or flashlights, you should utilize the ones that do. Keeping the flashlight on as much as possible 
helps to illuminate dark areas, helps reveal hidden objects, such as Lore Items, and alerts you to the presence of enemies. Scoped weapons 
come with the secondary ability to zoom in for better accuracy. While different weapons have different levels of zoom, using the scope can 
make the difference between instantly eliminating an enemy with a head shot, or wasting ammo (end potentially ad hurt) shooting it 
somewhere else. 


USING YOUR MUTANT FORM: 


Once you have the ability to mutate, you can definitely employ some 
strategy into switching back and forth between human and mutant. 
When in mutant form, whenever you make contact with an 

enemy (be it with a projectile or melee attack), you will regain 
Mutagen. When in human form, however, your Mutagen will 

refill over time regardless of the number of enemies killed. 


UP THE TIMETABLE. 


Age: 26 Hair: Brown Height:6’1” Weight: 175 Ibs. 


in En u. Sf | 
_ professor) 


Age: 53 Hair:Grey Height:6'4” Weight: 184 lbs. Blood Type: 


Age: 25 Hair: Brown Height:58” Weight: 168 Ibs. 


Age: 25 Hair: Shaved Height:6’0” Weight: 188lhs. Blood Type: A State of Birth: California 


hes never without a de tucked into his BDUs. He is Bravo Team's Ge arms gn: with a 
focus on microbiology. 


Blood Type: B State of Birth: New York 


hge:38 Hair:Black Height:5°9” Weight: 178 Ibs. 


Captain Anthony Ramirez is a hard-nosed career soldier with 14 years of service in the United States 
_ Army. After commanding a platoon in Major Bridges’ elite QRF, he was entrusted with command of 

… Hazmat Team Bravo. Records indicate he is in extremely good shape (he works out an extra two hours 
____& day over and above his standard PT regimen) and loves his protein bars. His primary responsibility is 
team command and control, but he is also cross-trained and the highly specialized field of demolitions. 


mrandiddecaned menaiece nennen dasrhanm deer tbmeidveunaderteminrrmestntentenshs en ser ernnde scnratradtsee heinen omrn endranteren aa encadrement 
KDP Ned EERDE GT Neta et in dend rene DOEL VEE TEOPEPE NT. 
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Age:53 Hair:Grey Height:5’6” Weight: 128lbs. Blood Type:0 State af Birth: New Mexico 


Dr. Winston Cray is a scientist emeritus attached to Air Force Flight Test Center, Detachment 3 
(AFFTC Det. 3) otherwise known as Area 51. Originally a scientist involved with Project Paper SE he 
was the first scientist on scene at the UFO crash-site in Roswell, New Mexico. Since that event, he 
_ has been in charge of all research involved with Aliens. A thin and sickly looking man, Cray has been 
fighting lung cancer for some time. The cancer he suspects is a product of early work with the alien 
technology and sloppy procedures. Ee 
* Dr. Cray has been a part of Illuminati research since the start of his scientific career and is nov 
looking to make amends for his past actions. Unfortunately, Cray must now be treated as a p 
hostile and threat to the project. dn 


*Cray's medical condition was set in motion per parameters of Project Failsafe. For ref 


Age: Unknown Hair: None Height: 40” Weight: 80 lbs. Blood Type: Viral Mutagenic State of Birth: Unknown 


he mysterious Grays have studied humanity for thousands of years. Earth's remote location in the 

ackwaters of the galaxy made it an ideal location for the alien race to conduct research that is too 

angerous to perform on any of their homeworlds. Embroiled in an interstellar war with an unknown 

_ enemy, the Grays were desperate to develop a super weapon that would ensure their survival. The 
natural resources and large population of Earth, combined with our accommoadations, provide the 
perfect facility for the Gray's biological warfare development. 


EE IJ [SS FA FS 
Age: Unknown Hair: None Height: 1011” Weight: 680 Ibs. Blood Type: Viral Mutagenic State of Birth: Unknown 


Edgar is a deformed and bloated Gray. Imprisoned, his life (the little it encompasses) remains within a 
large bio-encapsulating container. This mechanical prison keeps Edgar alive as his blood is harvested 
to create the viral weapon. Edgar communicates via telepathy and retains the Grays ability for limited 
telekinesis. Edgar appears to be lifeless, but his throbbing heartbeat and the fluid movement through 
his veins warns otherwise. Through monitoring, we've been able to conclude Edgar and Dr. Cray have 
allied against Mr. White. Once the ascension begins, they both must be eliminated. 


The M11 is a standard-issue lit 
pistol. It's fully functional, Magnum- 
caliber and semi-automatic. Press the 
Primary Fire button to fire off a shat. 


the Use / Reload button to insert 
another. You can also look through 
your pistols scope by pressing the 
Secondary Fire button. Most guns 
and rifles also come equipped with an 


G This 6. 88mm full metal a atomatie 
assault rifle shoots deadly enhanced 
penetrator rounds. lts magazine holds 

: d 30 cartridges and it can fire in short 
_bursts or fully automatic spray. Due 

to its light weight and durability, it's 
possible to wield two of these weapons 
at once. Like the Scorpion and Scanner, 
it also comes equipped with a 

flashlight option. 


a high rate of damage, but its range 
and accuracy are low. Perfect for close- 
range, close-quarters combat, the 
shotgun comes with equipped with a 
secondary firing capability, which shoots 
micro pellets from its lower chamber 
while simultaneously shooting standard 
buckshot from its primary chamber. 


This exceptional sniper rifle offers 

an advanced Sniper Optic, @x and 10x 
image stabilized zoom scope with an 
integrated laser range finder. It uses 
/.62mm SLAP (sabot light armor 
penetrator) rounds and has a semi- 
automatic rate of fire. To access the 
rifles scope, press the Secondary 
Fire button. To zoom in, press the 
Secondary Fire button a second time 
when looking through the scope. 


- M11 “SCORPION” PISTOL v_v 


When your clip is almost empty, press 


This 12 gauge combat shotgun yields 


-LUCIUS TRUST -NOVUS ORDO j SECLORUM 


PROJECTILE TYPE: 
DUAL WIELD: 
DAMAGE: 
ACCURACY: 
RANGE: 

RATE OF FIRE: 


FIRING MECHANISM: 
MAGAZINE CAPACITY: 


SCOPE: 


SECONDARY ABILITY: 


attached combat flashlight. To activate it, press the Flashight button 


XM-32 sven” ied arie v v 


PROJECTILE TYPE: 


DUAL WIELD: 
DAMAGE: 
ACCURACGY: 
RANGE: 

RATE OF FIRE: 


FIRING MECHANISM: 
MAGAZINE CAPACITY: 


SCOPE: 
SECONDARY ABILITY: 


M-170 “HAMMER” COMBAT SHOTGUN v v 


PROJECTILE TYPE: 


DUAL WIELD: 
DAMAGE: 

ACCURACY: 

RANGE: 

RATE OF FIRE: 

FIRING MECHANISM: 
MAGAZINE CAPACITY: 
SCOPE: 

SECONDARY ABILITY: 


PROJECTILE TYPE: 


DUAL WIELD: 
DAMAGE: 

ACCURACY: 

RANGE: 

RATE OF FIRE: 

FIRING MECHANISM: 
MAGAZINE CAPACITY: 
SCOPE: 


SECONDARY ABILITY: 


6.8MM FULL METAL JACKET, ENHANCED ; 


TOMM JACKETED HOLLOW-POINT 


NO 

MEDIUM 

MEDIUM 

CLOSE 

HIGH 

SEMI-AUTD 

8 CARTRIDGES 

RED DOT, HOLOGRAPHIC 


__COMBAT FLASHLIGHT, WHITE LED (85 LUMENS) 


PENETRATOR 

YES 

MEDIUM 

MEDIUM CSEMI-AUTO), LOW (AUTOMATIC) 
MEDIUM 

HIGH 

SELECTIVE FIRE (SEMI-AUTO, FULL AUTO) 

30 CARTRIDGES 

ADVANCED COMBAT OPTIC, 1.5X ZOOM 
COMBAT FLASHLIGHT, WHITE LED (85 LUMENS) 


T2GAUGE KKK BUCKSHOT, WITH SECONDARY 
MICRO PELLETS FOR MAXIMUM DISPERSION 


YES 

HIGH 

LOW 

Lou 

MEDIUM 

SEMI-AUTO 

10 SHELLS 

NONE 

FIRE 1 SHELL FROM BOTH BARRELS SIMULTANEOUSLY 


7.52MM SLAP (SABOT LIGHT ARMOR 
PENETRATOR) 


NO 

HIGH 

HIGH 

HIGH 

MEDIUM 
SEMI-AUTO 

6 CARTRIDGES 


ADUANGED SNIPER OPTIC, 2M AND 10X IMAGE 
STABILIZED ZOOM, INTEGRATED LASER RANGE 
FINDER 


nd 


This BAAR ie (ese 2 B PROJECTILE TYPE HIGHLY CHARGED MESON PARTICLES WHICH 
The BBG is uses mysterious alien | CLING TO ORGANIC SURFACES AND REBOUND 


technology to fire off highly charged | OFF ALL OTHER MATERIALS 
Meson particles that cling to organic {SALE NO 
‚ surfaces and rebound off all other — DAMAGE: MEDIUM 
& _ __< materials. It also comes integrated B £_ACCURACY: HIGH 
"with the secondary ability to emit an j RANGE: HIGH 


“intelligent” LIDAR beam, which RATE OF FIRE: MEDIUM 


predicts the Meson particle path. ENGNECHENISD: an 
MAEAZINE CAPACIT BOPARTICLE IMPULSES 


SCOPE: NONE 


SECONDARY ABILITY: INTEGRATED “INTELLIGENT” LIDAR BEAM, 
WHICH PREDICTS MESON PARTICLE PATH AND 
CHANGES FREQUENCY WHEN ILLUMINATING 
ORGANIC TARGETS 


Bee : PROJECTILE TYPE: UNSTABLE IMBALANCED ANTIQUARK RATIO) 
_This mysterious piece of alien MESON PARTICLE 


technology fires off highly unstable Hus wie: Ni 


Meson particles that cause a 8 DAMAGE: KIGH 
huge antiguark rift, sucking up and ACCURACY: MEDIUM 
destroying anything within its supernova RING: HIGH 
implosion. The cannon only holds one _$uding LOW 


particle impulse and should be used 8 FIRING MECHANISM: NA 


with care and caution. MAGAZINE CAPACITY: 1 PARTICLE IMPULSE 
SCOPE: NONE 


SECONDARY ABILITY: NONE 


mn M-25 FRAG GRENADE v v 


i OFFICIAL DESIGNATION: M-25 HEDP 
kj) The M-25 HEDP (high-explosive, dual- (A MEDIUM (RK STABILIZED EKPLOSIUE) 
purpose) Fragmentation Grenade is ESRANGE: MEDIUM 
| designed to yield a medium amount of SECONDARY ABILITY: CONTACT FUSED OR 2-SECOND DELAY 


damage to anything or anyone caught 
within its impact range. To toss a grenade at an enemy, press the Grenade button. 
You can hold a total of five Grenades at any given time. 


The XM-197 “Jumpin Bean” DEFICIAL DESIGNATION: HM-197 SJUMPIN® BEAN” EXPERIMENTAL 


£ 

$ GRENADE 

Experimental Grenade is designed to DAMAGE: TER CHIGH-VIELD GRAVITON PLASMA 
yield a devastating graviton-plasma 8 _IMPLOSION) 
implosion upon impact. As with frag RANGE: HIGH 

P es. to e SECONDARY: (FSEKPERT MODE” 15 UNLOCKED, THE JB WILL 

grenades, to toss a JB grenade, press FIV DIRECT TO LINE OF SIGHT FOR OPTIMAL 
the Grenade button. ATTACK PROFILE 


SCANNER SPECS: 57 ORGANIC ELECTROLUMINESGENT DISPLAY 


eea SDECTRUM ANALYZER CAPABLE OF SAMPLING 
held, multi-functional device used by AIREORNE PARTICLES TO 1012 PARTS PER 
Hazmat teams on special operations to MILLION Ee 
qe uickly analyze, record. and transmit INTERROGATIVE SUPER=-HETERODYNE ied 5 
Zj | FREQUENCY LASER CAPABLE OF ANALYZING OVERE 
data. To select it, use the Previous or & 1,000,000 KNOWIN SUBSTANCES 


Next Weapon buttons. To activate the SECONDARY ABILITY. COMB FLASHLIGHT, WITE LED (85 LUMENS 
Scanner, press and hold the Primary | wanno 
Fire button. You can scan anything fram human beings to even the air, but the 
scanner ís especially used for analyzing Lore Items. 


WELCOME TO 
O-REAMNMLANND 


main SAS me: 


PLACE: TOPSIDE 


YOU ARE SPECIALIST COLE, PART OF A HIGHLY-TRAINED HAZMAT TEAM WHOSE JOB IS TO 
GO INTO HOT ZONES, IDENTIFY THE BIOHAZARD, AND GET OUT. SOMETHING TELLS You 
THIS MISSION IS GOING TO BE VERY DIFFERENT FROM WHAT YOU'RE USED TO. 


‚ Follow Ramirez and Pick Up Your Weapon 1. Unknown Skin Type 
Join Crispy at the Shooting Range 2. KM-88 Turret Specs 


: Follow Your Squad and Pick Up Your Scanner Decoded Laptop Information 


3 
Search the Shooting Range and Take Down the Saboteur 4. Canister Specifications 
5 


Return to the Elevators and Enter Area 51 Health Syringe 


SGANNER 
EXIT 

LORE ITEM #71 
LORE ITEM #2 
START 


LORE ITEM #5 

He An 42 SLORE ITEM #4 

Tk S= LORE ITEM #3 
PISTOL 


PFA HAR OBJECTIVE 1: 


FOLLOW RAMIREZ AND PICK UP 
YOUR WEAPON 


Before you can begin your mission ops, you need to meet up with Captain Ramirez and 
equip yourself with a weapon. Even though Hazmat teams don't carry guns in the lab, they 
are standard issue at Area 91. Follow Ramirez through the chemical wash and over to he 


Armory. Stand in front of the window and you'll receive your pistol. 


OBJECTIVES Pres Ue Y 


your goal. 


PAAR OBJECTIVE 2: 


JOIN CRISPY AT THE SHOOTING RANGE 


You have a few minutes to spare before heading down into the facility, so why not use them 
wisely? Head over to the Shooting Range and talk to Chief Warrant Officer Mitch “Crispy” 


Chrisman for some weapons training. 


INFORMATION BRIEF: OBJECTIVE DISPLAY 


Pressing the View Objective button at any time during gameplay will call up 


your current mission objective. 


Crispy challenges you to shoot five targets. Use the right analog stick to aim your weapon 
and center your target inside the aiming reticule. Once you've shot all five, pick up some 
ammo from on top of the locker and then engage Crispy in a shooting contest. The first one 


to shoot all five targets wins! 


INFORMATION BRIEF: OBJECTIVE MARKER 


Your Hazmat armer comes equipped with a special Heads Up Display (HUD) that will 

provide you with important information. In addition to your vitals and ammunition stores, 
it also displays an objective marker. The ohjective marker is a green arrow that appears 
when you have a mission objective. Use the marker and distance meter to help you reach 


EQUIPMENT BRIEF: M11 “SCORPION” PISTOL 


The M11 is a standard-issue military issue pistol. It’s fully functional, Magnum-caliber Á 
and semi-automatic. Press the Primary Fire hutton to fire off a shot. When your clip is Â 
almost empty, press the Use / Reload button to insert another. You can also look through 

your pistal’s scope hy pressing the Secondary Fire button. Most guns and rifles also come 

equipped with an attached combat flashlight. To activate it, press the Flashlight button. 


JN BRIEF: NEED TO KNOW BASIS 


B js 8 behind ERROR 

ol parent that some ing. errible is happening within the depths of Area 51. 
| yaur s: s intentionally being kept in the dark. You can gain hits and 
roaching nearby military personnel and eavesdropping 


EQUIPMENT BRIEF: MELEE ATTACK 


In addition to being able to shoot, you can use your 
equipped weapon for an up close and personal melee 
attack. This offensive maneuver can come in handy when 
you are overwhelmed by the enemy or are attacked while 
‚trying to reload. Press the Melee hutton to execute a 
„melee attack. You can also press it multiple times to pull of 
a three hit combo. Practice this move on the attack dummy 
by the trailers, 


Continue to follow Hazmat Bravo through the hangar and warehouse, until you reach the locker 
room / makeshift triage unit. 


PEEL GEE 
EOCEEN EGTE 


When you reach the locker room, approach the table at the end and press the Use / Reload 
button to pick up your Scanner. 


EQUIPMENT BRIEF: AN/PEG-61 “QUICKFDC’ SCANNER 
7 The “Qu 


luickFix” Scanner is a hand-held, multi-functional device used by Hazmat 
teams on special operations to quickly analyze, record, and transmit data. To 
„select it, use the Previous or Next Weapon button. To activate the Scanner, press 
vand hold the Primary Fire hutton. You can scan anything from human beings to 
he air, but the scanner is especially used for analyzing Lore Items. 


INFORMATION BRIEF: LORE ITEMS 


Üt OND, bs nd 


}-SEC js can be ound in every level. Some are stashed away in 
haoks and crannies while others can he found in plain sight. Once a Lore 
covered, you can use your Scanner to analyze its data and send it 


total. 


LORE ITEM #1 
UNKNOWN SKIN TYPE: 


p 


Appraach the gurney in the right corner 
of the locker room and use your Scanner on 


the exposed arm. 


Now that you've equipped yourself, it's time to head down into the facility below. Follow 
Hazmat Bravo outside and into the elevator room. 


OIRLO NLN EAR 


F-FAHOA AAO IEEE TIVE TT: 


» Bramen Broormg 


SEARCH THE SHOOTING RANGE AND ee 
TAKE DOWN THE SABOTEUR es ef 


Major Bridges informs your squad that an unauthorized agent has compromised the elevator 
and is now running loose somewhere back in the shooting range hangar. Since his men 

are below, it's up to Bravo to locate and deal with the hostile. Follow fellow squad member 
MeCan back the way you came. 


LORE ITEM #2 
XM-88 TURRET SPECS: 


€ Ee ——Á Se ) 
This Lore Item can be found on the other 
side of the fence, in the hallway, between the 
lockers and the shooting range. To get the item, 
shaat the shelf with the tires to send them 
crashing down, then climb up the shelf and 

jump over the fence. The Lore Item, a manila 
folder, is located on the floor in the corner. 


side he room ín this hallway. They're locked, so use your melee attack to 


The saboteur is wreaking havoc inside the hangar bay. Give chase, and do your best to avoid getting hit 
from his fire. He moves around the back of the shooting range. Continue to chase him down, ducking and 
jumping underneath the debris, until you get to the end. 


' 


You can use corners, walls and objects for cover 
when shooting at an enemy. Press right or left on 
the directional pad to quickly peek out from your 
position and fire off a few shots, then quickly 
duck hack. 


LORE ITEM #3 et EN 
DECODED LAPTOP INFORMATION: B in Ï nn | weven 


If you can do so safely, use your Scanner 
on the laptop sitting on the crate where the 
saboteur was to decade its information. 


Use the forklift for cover, then peek out and locate the saboteur, who is standing next to an 
explosive barrel at the far end of the hanger. A well-placed shot causes the barrel to explode, 
sending him flying in the air and disintegrating into a liquid biotech mess when he hits the 
ground. 


PFAHNAAR OBJECTIVE 5: 


RETURN TO THE ELEVATORS AND ENTER AREA 51 


It's time to return to Major Bridges at the elevators and head down into the facility. McCan leads the 
way through the hangar doors. 


LORE ITEM #4 
CANISTER SPECIFICATIONS: 


Before you exit the hangar hay, there are t 
mare Lore Items that can be scanned. The 
first is the large glowing blue canister at the 
hase of the ramp. 


DNA Pra baron Tora: Na nara 
Oecuearront Ho oare 

Mem wrentnen (lnv sarieus sartmun) 
Draad Tysst AB- SS Wanmimgrt Ourn — DEAD 


LORE ITEM #5 
HEALTH SYRINGE: 


ee om 


The final Lore Item for this area is located 

in the shooting range area, behind the trailer, 
opposite the Armory. Make your way around 
its front end, then duck under the piping to 
get behind it. Here, vou’ll find a dead solider 
with a Health Syringe stuck in his back. 


Before leaving, there are a few more items of interest 
that require your attention. First, if the saboteur injured 
you, you can find Health Syringes lying around on the 
shelves where you exchanged fire with him. 


EQUIPMENT BRIEF: HEALTH SYRINGE @ 


‘These glowing green syringes are filled with a medicinal mixture of life imbuing — 4 
properties and come in two sizes: Small and Large. One-needled Small Health Syringes vn $ 
restore a small amount of your health while two-needled Large Health Syringes restore á 
a large portion of your health. 


Be sure to also check the area where the saboteur 
liquefied. His weapon can be found lying in the 
radioactive muck. 


EGUIPMENT BRIEF: XM-32 “VIPER” ASSAULT RIFLE ®, 


This 6-.8mm full metal jacket automatic assault rifle shoots deadly enhanced penetrator 
rounds. Ifs magazine holds 30 cartridges and it can fire in short bursts or fully 
automatic spray. Due to its lightweight and durability, its possible to wield two of 
these weapons at once. Like the Scorpion and Scanner, it also comes equipped with a 
flashlight option. 


Regroup with Bravo and enter the elevator. Briggs 
gives you a brief bit of background information and 
sends you deep underground. 


MSS SAlSFim@e:s 


PLACE: OFFICE COMPLEX 


THE DESCENT INTO THE LOWER LEVELS OF THE FACILITY IS A GLIMPSE INTO HELL. 
SOMETHING HORRIFIC HAS HAPPENED INSIDE AREA 51, AND NOW IT'S UP TO YOU TO AND 
YOUR FELLOW HAZTEAM BRAVO SQUAD MEMBERS CLEAN UP THE MESS. 


1. Attempt to Link up with Hazteam Delta 1. Reroute Power in Generator Room 1. Alien Propaganda Sites 


‚ 2. Super Contagious Body 
3. New Employee Name Policy 
4. Employee Reprimand_ 


5. Unknown Artifacts Recovery 


LORE ITEM #5 
OVERRIDE SWITCH 
LORE ITEM #2 
LORE ITEM #4 

EXIT 


FRAG GRENADES 
LORE ITEM #1 
LORE ITEM #3 


FPFAIMAARA OBJECTIVE 1: 


Paree GP 10 vuanu s anzmanp 


ATTEMPT TO LINK UP WITH HAZTEAM DELTA Sen 


As soon as you step out of the elevator, things get hot. À Spec4 military team is pinned down 
outside the elevator doors and needs backup. There is a cache of Frag Grenades to the right, 
quickly grab as many as you can hold. Then, take a defensive position and dig in for a fight. 


EQUIPMENT BRIEF: M-25 FRAG GRENADE 


The M-25 HEDP (high-explosive, dual-purpose) Fragmentation Grenade is designed to 
yield a medium amaunt of damage to anything or anyone caught within its impact range. 
To toss a grenade at an enemy, press the Grenade button. You can hold a total of five 
Grenades at any given time. 


Hold your ground and engage the enemy in a firefight. These aggressive and violent mutated 
creatures come crashing out of the windows on either side of the corridor, as well as from the 
opening at the end. There is an unlimited supply of Grenades, so don't hesitate to use them as 
much as possible. 


ke 
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ENDLY FIRE: 
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Around the corner, you and your team make another gruesome discovery. One of the research 
facility's scientists mutates into one of these creatures in front of your eyes. Stand back and 
pick him off with a few bursts of fire from your assault rifle before he can lunge and attack. 


ntists trapped in the lower levels of 

ossibly viral in nature, this mutagen 

trengthening the skeletal and muscular 
sis in all those infected. 


Things go from bad to worse inside the next room. You are attacked from different sides, with 
mutants coming fram both the fire-ravaged office along the back wall, as well as from the 
doorways above and below on the opposite side of the room. To make matters worse, some of 
these mutants are carrying assault rifles. 


5 U ATCH | AND LE ARN: SL sed 


‚You can rely an your fellow Hazteam squad members to help you pinpoint the 
Ones Joeations. If ded keep an eye on the direction they are firing if 


epared for the viral outbreak. Many 
ity to put on their biohazard gasmasks. 
ated by the release of the virus, 


LORE ITEM #2 
ALIEN PROPAGANDA SITES: 


EC wens @ 

Once the room has heen secured, take 

a moment to explore the immediate 
surroundings. You'll find a manila folder on 
the conference table that contains a Lore Item 
for your files. 


he A 


oe OLD SCHOOL: GESSI _ f 


mhiss room also contains some Health Syringes, Pistol ammo and a second 
Viper Assault Rifle. There ís also a lone arcade machine that looks extremely 


When you're ready, head into the hallway and follow Bravo into the dark room. You'll have 

to use your flashlight attachment to see in here, since the electricity is out. Go in slow and 
ready to fire because there are mutants hiding in dark corners and inside cubicles waiting to 
ambush you. 


LORE ITEM #2 
SUPER CONTAGIOUS BODY: 


UO) 


Inside this pitch black office space is a 
glowing dead body lying on a table. Stand back 
and scan it before moving on. 


Upstairs, take point and be prepared for more gun-toting mutants around the corner. You'll 
end up in a small glass-floored waiting area above the room you were in previously, which 
leads to the facilitys power station. 


pet dte 


LORE ITEM #3 
NEW EMPLOYEE NAME POLICY: 


ve ® 


Be sure to scan the manila folder on one 
of the couches in this waiting area before 
heading into the power station. 


Inside the room, position yourself near the doorway and eliminate the mutants that attack 
from the upper level to the left. Once the threat has been quelled, Ramirez volunteers you and 
MeCan to scout ahead and find the access point to restore the power to the facility. 


SERA DOES TVE T; 


REROUTE POWER IN GENERATOR ROOM 


LORE ITEM #4 
EMPLOYEE REPRIMAND: 


nel 


Follow McCan and/or your objective marker 
down to the bottom of the power station 
but, instead of going through the doorway 
to the left, take a quick right at the bottom 
of the stairs and head underneath them. In 
the corner at the back is a manila folder 
containing more top-secret information. 


Follow MeCan through the doorway and into the next corridor. The mutants are extremely aggressive 
and attempt to dodge your fire as they come at you, oftentimes leaping and lunging from far away. 


MeCan leads you into the generator room. He needs you to find the control system to the power, which en en 
is up on the catwalk above. Stationery electrical beams block the ladder on the far right side of the room, | 
but the middle path's beams are moving and can be navigated. 


The beams connect at three different height levels and move both away and toward you. The best way 
to get through unharmed is to wait for one to start moving away from you and follow it, jumping over 
and ducking under any coming toward you. 


LORE ITEM #5 


: > Antw zeentr man HEER ONLOTCKROE 
SOATAB AMK UIEM ACHUIIREOT UNENOWN ARDWAETS DI4COVENY 


UNKNOWN ARTIFACTS DISCOVERY: 


CC err 
Before taking the ladder, locate the manila” 
folder (on the flaor next to the dead scientist) 
in the room directly after the electrical 

beams. Scan it ta send the information to your 


Databank and unlock a secret item. 


Climb the ladder and follow the objective marker to the override switch. Press the Use / Reload button 
to flip it and reactivate the power to the facility. 


As you enter the corridor on your way back to Bravo, you find McCan has been grabbed by one of the 
mutants and is decapitated right in front of your eyes. There's no time to mourn your loss—rip the 
mutants to shreds! 


Unfortunately, there's no turning back because the insertion point has been overrun. The only thing to do 
is keep moving and stay focused. A final mutant ambush ensues. Pick a spot, such as a corner, where 

you can see most of the room and start firing. When your remaining Bravo team members start to move 
out, follow them. 


mIESAl Em SAFE: 


PLACE: RESEARCH FACILITY 


YOU'VE LOST ONE OF YOUR OWN AND THE WAY YOU CAME IS OVERRUN WITH MUTANTS. 
IF THERE'S ANY CHANCE OF SURVIVAL, IT'S GOING TO HAVE TO BE BY DELVING DEEPER 
INTO THE FACILITY. HAZTEAM DELTA IS STILL MIA, BUT THEY WERE ABLE TO FILE A 
SITUATION REPORT FROM AREA 51'S COMM CENTER BEFORE DISAPPEARING. THIS IS 
YOUR FIRST DESTINATION. 


SECONDARY OKJECTIVES PF LORE ITEMS 
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orn: 


Ken 


1. Scan the Computer in the Comm Genter and 1. Find the Shatgun 1. Alien Autopsy Photographs 
Report Back to Ramirez 


2. Find a Way Inside the Armory 2. Pictures of Human Oddities 
2, Secure the Area and Move Forward with : 
3. Mite Jar 
the Squad 
3. Locate the L1 Security Card and Bring it 4. Unlim Letorm 
Back to Crispy 5. Vechtal Work Order 


A. Protect Crispy While He Hacks the Computer 


LORE ITEM #3 
LORE ITEM #2 


OVERRIDE SWITCH 
YELLOW 1.D. CARD 


LORE ITEM #48 
SEVERED ARM 

L1 SECURITY CARD 
HAND SCANNERS 
LORE ITEM #5 


RED 1,0. CARD 


COMM GENTER 
COMPUTER 


LORE ITEM #1 
SHOTGUN 


PFANNAAR HDE JECTIVE 1: 


SCAN THE COMPUTER IN THE COMM CENTER 
AND REPORT BACK TO RAMIREZ 


You'll arrive just in time to give backup support for a few Spec 4 officers on the other side of 
a glass window, but a grenade malfunction ultimately takes their lives. 


Follow your squad into the main upper hallway of 
the facility. Detour away from them by taking an 
immediate right, so you can provide support for 
some soldiers pinned down on the floor below you. 


Continue along the right-hand path until you come to the doorway be the stairs. Inside, 
you ll find a yellow-colored |.D. Card on the floor next to a dead soldiers body. 


INFORMATION BRIEF: 1D. CARD 


|| These calor-coded badges give their users clearance to the more high-security 
‚ Ssections of Area 51. Make sure to grab it by pointing your targeting reticule over 
|| it and pressing the Use / Reload button. 


Now that you have the yellow |.D. Card, double back and follow the objective marker toward 
the Comm Center (located along the left-hand catwalk). Head into the Comm Center (room 
#345) and take out the lone mutant who attacks from around the right corner. When it's clear, 
press the Use / Reload button in front of the computer to scan the drive and retrieve Delta's 
situation report. 


Before rejoining Ramirez, make sure you grab the red 
LD. Card, which is lying to the right of the computer 
on a crate next to the dead soldier. 


Ramirez is actually right inside the doorway of the Comm Center. He radios back to Command Delta's 
situation report. Their last known location was the weapons testing facility— you must find them and E 
get out. 


FIND THE SHOTGUN 


Before heading out, move to the back of the Comm Center and locate the two keypads on the 
left and right sides of the locked door. Press Use / Reload button at each keypad to swipe the 
L.D. Cards, then head inside. 


Watch out for the flaming mutants, who leap out of 
the windows on either side of the hallway. When it's 
safe, grab the shotgun from the dead soldier in the 
back corner. You'll find plenty of Health Syringes and 
ammo here as well. 


WEAPON BRIEF: M-170 “HAMMER” COMBAT SHOTGUN 


This 12 gauge combat shotgun yields a high rate of damage, but its range and accuracy 
are low. Perfect for close-range, close-quarters combat, the shotgun comes with 
Ei equipped with a secondary firing capability, which shoots micra pellets from its lower 
| BIE while simultaneously shooting standard buckshot from its primary chamber. 


LORE ITEM #1 
ALIEN AUTOPSY PHOTOGRAPHS 


be) 8 


There is also a Lore Item inside this 
corridor. Jump up the small crates to get 

up on top of the large one, and you'll find a 
manila folder there. Scan it to send the item 
to your Databank. 


FHR AEEETIE-E 


SECURE THE AREA AND 
MOVE FORWARD WITH SQUAD 


Head downstairs, join Delta and the Spec 4 soldiers in the open hallway, and help secure the 
area from the onslaught of mutants from the catwalk above. Once the first wave has been 
eliminated, Crispy hacks through a security lock while you and the others provide cover. When 
the door is unlocked, head through and into the next corridor 
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LORE ITEM #2 
PICTURES OF HUMAN ODDITIES: 


pr 


eel) 

There is a hidden Lore Item behind the wall | 
of fire inside this corridor. Touching the fire 

is instant death, but you can shoot the fire 
extinguisher on the wall next to the exit door to 
put out a small portion of the flames. Inside the 
small room beyond the flames you'll find a manila 
folder with pictures of human oddities. Scan it. 


Inside this next room are a series of glowing jars with dead, insect-like creatures inside them. Dont 
worry, they won't burst out and attack you. However, the live wires hanging from the ceiling can be 
deadly if touched. 


LORE ITEM #3 
MITE JAR: 


7 


eel) 
Before moving out, Crispy wants you to 
take a look at the specimen jars. On the floor 
in the corner is one that's been cracked open. 
Scan it to send the information hack to your 

Databank for analysis. 


Follow your team out into the next open hallway and join a second squad of soldiers who are in need of 
some backup. A few moments later, a wave of bizarre, insect-like creatures scurry across the floor and 
attack. 


\ ENEMY BRIEF: MITES 


nsects, although somie kind 
and lethal killing machines. 


jest way to deal with these mutated mites is to face forward and constantly | 
ackwards, keeping vour distance while firing with your shotgun. Tossing 
5 is also another great alternative. 


Once the wave of mites has been eliminated, follow Bravo upstairs and into the room on the left. More 
mutants attack, and you have to take up position and cover Crispy as he attempts to hack through the 
security doors. 


PAIMAARH OBJECTIVE a: 


AMP ACHUIRED. 


LOCATE THE L1 SECURITY CARD AND 
BRING IT TO CRISPY 


Crispy can't hack the computer without a Security Card and you're the one that's going to have 
to go and get it. Follow the objective marker to track its location, which is inside the Armory 
Security Station on the other side of the hallway. Be ready for more gun-toting mutants 
outside in the hallway. 


_SEcONDAR+ OBJECTIVE 2: 


FIND A WAY INSIDE THE ARMORY 


The doors to the Armory Security Station are locked and can only be accessed by finding someone with 
clearance who can activate the hand scanners. You can find what you're looking for, a quard's severed 
arm, by exiting through the doors and heading straight back toward the fire lit doorway. 


a aak through the Amory windows to get a glimpse is 
e dead body of a fallen soldier. 


LORE ITEM 
UNKNOWN LIFEFORM: 


ee —Á) 6 
Before returning to the Armory Security 
Station, head past the rubble into the smoke- 
filled room and locate the glowing material 
splashed over the debris in the back-left 
corner. 


On the way back to the Armory doors, watch out for a few more deadly mutants who have 
entered the area while you were collecting and scanning. When it's relatively safe, use the 
severed arm on one of the hand scanners and use yours to activate the other. 


ave a total of four seconds to activate the second scanner before the | 


Ss 


af. youre too slow, or have to deal with a mutant, you can pick the 
and try again. | 


Lee mee EEA dere er deer ree 


Eliminate the mutants and secure the Armory—you'll find a third creature hiding in the lockers to 
the right— then take a brief moment to break the glass case and grab any Health Syringes and 
ammo you may need. The L1 Security Card is located in the left hand corner of the room, inside 
the bottom right cubby. 


LORE ITEM #5 
VECHTOL WORK ORDER: : 
an mens Ö 


You'll find the final Lore Item for this area 
aon the desk inside the Armory. Scan the 
manila folder and send its contents back ta 


the Databank. 


Return the way you came and head back to Ramirez and Crispy, who are in the room on the 
other side of the hallway. Once inside, hand the L1 Security Card to Crispy so he can hack the 
system. 
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FAHAS JIJEETIVE Ld: 


PROTECT CRISPY WHILE HE 
HACKS THE COMPUTER 


Crispy needs 45 seconds to hack the system, but giving them to him is going to be tough. 

Ä non-stop stream of mutants pours into the room through the doorway on the right, the 
doorway that's on fire at the back wall, and the hole in the ceiling in the back left corner. Take 
up a position next to Ramirez, between the two shelves, and lay down continuous fire while 
tossing grenades to keep them at bay. If you allow any to get past and attack Crispy, seconds 
are added to the countdown timer. 
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SSI SAE Mm: 


PLACE: HANGAR BAY 


YOU STILL HAVEN'T FOUND HAZTEAM DELTA, AND THE DEEPER YOU PROBE INTO THE 
FACILITY, THE MORE DISTURBING AND HOPELESS YOUR REALITY BECOMES. AT LEAST 
YOU'RE NOT IN THIS ALONE. IF YOU AND YOUR SQUAD MEMBERS CAN KEEP IT TOGETHER 
LONG ENOUGH TO HOOK UP WITH DELTA TEAM AND FIND A WAY OUT, PERHAPS YOU WILL 
STILL BE ABLE TO RETURN TO SOME SEMBLANGE OF A NORMAL LIFE... PERHAPS, 


1. Clear Out the Area to Access Crane Controls 1. Find a Way Around the Fire Door 1. Saucer Ship Schematics 
ê. Activate the Hangar Door Controls Star Chart and Pyramid Alignment : 
3. Get to Ramirez and Crispy | Crop Circle Documents | 


4. Kill Mutant Crispy Atlantis Map 
Experiment Volunteer Request 


LORE ITEM #4 
LORE ITEM #1 
LORE ITEM #5 

EXIT 


PAIMAAH OBJECTIVE 1: 


CLEAR OUT THE AREA TO 
ACCESS CRANE CONTROLS 


In order to pass through this section of the facility, you have to find a way into the Control Station 
upstairs and open the hangar bay door. As you enter the hangar bay all hell breaks loose. 


ODJEGTIVE: Acriware vur Crane Conyncus Ware Tue 
REA 18 Crsan 
OU CANNOT CARRY Anr nonr Prana GHENAODEG. 


The only way to get to the Control Station is by using the crane to move the large turbine 
engine suspended from the hanger ceiling. You can't access the crane's controls until the 
enemy threat is clear. The mutants attack in waves, and can only be temporarily staved off for 
a few moments before the next appears. Concentrate on eliminating as many as possible until 
you are given the “go” by your fellow team members. 


some of the barrels inside the facility are filled 
with highly explosive and volatile materials. A 
well-placed shot causes the barrels to explode. 
Any mutants caught within the blast radius are 
killed instantly. 


The Crane Controls are located at the top of the ramp near the back of the hanger bay. As 
soon as youre given the all clear, quickly head up the ramp and activate them before another 
wave of mutants attack. 


PAAR OBJECTIVE 2: 
ACTIVATE THE HANGAR DOOR CONTROLS 


LORE ITEM #1 
EXPERIMENT VOLUNTEER REQUEST: 


ee O___—Á) 


You can grab them now or later, hut there 

are three Lore Items in and around the hangar 
bay that can be scanned. One is located on the 
desk, inside the small office with the vending 
machine, on the right side of the bay. 


LORE ITEM #2 
STAR CHART AND PYRAMID ALIGNMENT: 


Nm eman 

The second Lore Item is tucked away 

behind a large crate on the opposite side of 
the bay. Look for a manila folder on the floor 
in the corner just past the Chemical Storage 
Room doors. 


LORE ITEM #3 
CROP CIRCLE DOCUMENTS: 


8e——{() 

The third Lore Item can hbe found in the 

dark room through the doorway located along 
the left wall at the top of the ramp. You're 
looking for a manila folder in the very back 
left corner. Watch out for a mutant hiding in 
the shadows hack here as well. 


When you're ready, locate the ladder to the left of the hangar bay door and climb up to the girders 
above. Now that the turbine has been moved, you can carefully cross the beams to get to the Control 
Room on the other side. 


LORE ITEM #4 
ATLANTIS MAP: 


WO) 


You'll find another Lore Item up here on 

top of the girders. Carefully head down 

the first girder and take a left where they 
connect. Go straight until you reach the air 
duct and crouch under it. Turn left at the end, 
and you'll find the manila folder. 


Follow the beam to the right and step off onto the grating beyond. There is an opening to the 
right. Drop down to the floor below and grab the shotgun, giving you two (if you grabbed the 
other in the locked room earlier). 


ddie versies 


The doorway to the right leads to a dead end and an encounter with a gun-toting mutant—=enter if you | 
dare. Head into the Control Room and activate the panel to open the bay doors. 


PAH OBS IJETETIVE- 5: 


Buaargun ACGuiRen 


GET TO RAMIREZ AND CRISPY 


VANIEENI EEN 


Ás soon as the hangar bay door opens, mutants begin to spill into the room. Make sure you 
have a fully loaded weapon equipped and quickly blast your way back through the way you came. 


SL 


Things go from bad to much, much worse, 
as a second turbine engine in the bay below 
catches fire and explodes. This triggers the 
emergency shutdown sequence and activates 
the fire doors. Crispy and Ramirez make it 
through the doors before they close, but you 
aren t so lucky. 


Drop down onto the shelving through the busted railing, and make a beeline for the bay doors. 
As you approach, Ramirez tries to inform you about an override switch, but before he can 
finish, he is attacked by something off screen and tossed onto the door like a rag doll. 


SSESESEN TEFAF H-EBJJEEETIVE 


CHECKPOINT: Auomr 


FIND A WAY AROUND THE FIRE DOOR (amen 


There must be another way to get around the fire door. Crispy is still alive, but he doesn't sound 
like he's going to last very long. Be ready for the mutant that bursts from the closet door to the 
left, then head inside and climb the two-by-fours to get up to the open vent in the ceiling. 


As you are climbing the ladder, Crispy 
informs you Ramirez has died. he doesn't 
sound much better. Follow the air vent to 
the end, climb up the grate to the left, then 
drop down into the hole to reach your injured 
comrade. 


DE en RE 
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PAIMAARH OET TIVE 4: 
KILL MUTANT CRISPY 


Crispy isn't doing too well. His Hazmat suit has been compromised, and by the looks of 
it, whatever semblance of a human being there was has been mutated into one of those 
grotesque creatures. 


Now he’s become a twisted, 
lust. You are going to have to put your 
rip jou to shreds. 


Mutant Crispy is not much tougher than your standard mutant, but he is relentless and he 
continues to lunge, swipe, and attack every chance he gets. Stay mobile and keep strafing 
around the edges of the room, constantly pelting him with fire while tossing grenades in his 
direction. While he puts up a fight, eventually he goes down for good, leaving you the sole 
survivor of Hazmat Bravo. 


LORE ITEM #5 
SAUCER SHIP SCHEMATICS: 


ee aans Ô 

A final Lore Item can he found in this room. 
Before calling the elevator, locate the shelves 
to the left of the fire door and you’ll find a set 
of small crates behind them. On top of one 
the crates is a manila folder. Get as close as 
possible to it and then use your Scanner to 
analyze its data. 


To call the elevator, activate the hand scanner on the back wall. You inform Commander 
Bridges that your teammates have all died, but he doesn't get transmission. 


SSI SAFE: 
PLACE: WEAPONS TESTING FACILITY 


YOUR FRIENDS HAVE ALL DIED AND YOU ARE TRAPPED IN A VIOLENT AND TERRIBLE 
NIGHTMARE FROM WHICH YOU KNOW YOU WON'T WAKE UP. ALL ALONE AND NO 
COMMUNICATION LINES TO THOSE WHO COULD HELP ABOVE, YOUR ONLY HOPE IS TO 
CONTINUE YOUR MISSION OPS AND FIND HAZTEAM DELTA. NEXT STOP, THE WEAPONS 
TESTING LABS. 
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LOREITEMS-S Cs 
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1. Contact Bridges 
‚2. Find Hazmat Delta and Help Defend the Bunker 2. Load the First and Second Turrets 


1. Grab Turret Ammo Pack from the Armory 1. Groom Lake Weapons 


Testing Facility 
2. KGB Research Information 
3. Public Ehala Test 


4. Congressional Disinformation 


3. Check Radio Comm Power Source and 3. Check the Armory for Tools 


Use the Radio Comm to Contact Bridges 4. Give Explosives to Chew 


seins 


4. Find Explosives and Report Back to Chew 5, Usa Turret te Shoot Explosives 


‚5. Get into Turret and Help Delta Defend 5. Unidentified Metallic Substance 
the Bunker 


ERE 


LORE ITEM #3 LORE ITEM #1 
GRANE CONTROLS —… START 
LORE ITEM #2 — … … EXIT 


HANGAR DOOR SWITCH GOMM PANE 
START 


RADIO GOMM PANEL 
TURRET #71 
TURRET #2 

LORE ITEM #4 

EXPLOSIVES 

LORE ITEM #5 


PRRIMARF OBJECTIVE 1: 


CONTACT BRIDGES 


When the elevator reaches its destination, the doors open to a mutant attack. Use the 
interior sides for cover, peek out, and pick them off as they approach. Slowly head down the 
corridor, eliminating the mutants as they attack, then methodically pick off the pack inside the 
large observation room around the corner. 


LORE ITEM #1 
GROOM LAKE WEAPONS TESTING FACILITY: 
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Before heading down into the observation 
room, locate the second Groom Lake Research 
Facility sign on the back wall (across from the 
observation room) and scan it. 


You'll get a brief radio signal from Bridges requesting those listening to change channels. 
Head down into the observation room and follow the objective marker to the main panel in 
order to activate the comm. Even chough the following brief communication from Hazteam 
Delta shows that they are in trouble, at least they are still alive. 


FP-FAHAAARH- OBJECTIVE ==: 


FIND HAZTEAM DELTA AND HELP DEFEND 
THE BUNKER 


Follow the objective marker toward the door to the left of the comm panel and be ready for 
anything that may come bursting through it. The sounds of shooting and yelling means that 
there are live human beings below! Head down into the Weapons Testing Facility to join Delta. 


Your fellow Hazmats are happy to see one of their own, even if it is only one. However, there's 
no time for chitchat, as a wave of mutants attacks. Stay inside the bunker perimeter and start 
firing as soon as you get a bead on them. They come fast and furious, so throw everything 
you've got at them, including your grenades. 


het sou have to reload, hold down the Duck button and use the bunker wall 
ver. Don't stand back up until your weapon has been reloaded. 


SEARLE TIE 


GRAB TURRET AMMO PACK FROM 
THE ARMORY 


One of the Delta squad members barks at you to grab the Ammo Pack from the Armory 
upstairs. Leave them to fight off the attacking mutants while you head up the staircase at the 
back wall and head into the hallway. 


Inside the Armory, you'll find plenty of ammo to replenish your stores, as well as the Ammo 
Pack at the back of the room. Watch out for an attacking mutant to leap through the window 
here in an attempt to catch you unawares. 


LORE ITEM #2 
KGB RESEARCH INFORMATION; 


CE) 

You'll also find a Lore Item inside here, 

on the other side of the toppled shelf. Hop 
over it, locate the manila folder, and use your 
Scanner on it. 


SEE FA --ESESES FIE ESS 


LOAD THE FIRST AND SECOND TURRETS 


Return to the bunker and follow the objective marker to turret #1. Load the Ammo Pack into the 
turret by pressing the Use / Reload button when standing next to it. Once it's inserted, one of 
the Delta team jumps in and cranks it up. 


Head across the way to turret #e and load it with an 
Ammo Pack, then return to the bunker and continue to 
aid Delta in defending it. 


coming. if vou re badly injured, you can also find some small 
n Ehe small radio comm center underneath the stairs. 


The firefight to defend the bunker is intense, and the onslaught of enemy mutants seems like it's never 
ending. Stay focused and watch all sides. Eventually, the tides turn and the area is temporarily secured. 


CHECK RADIO COMM POWER SOURCE AND 
EO _ USE THE RADIO COMM TO CONTACT BRIDGES 


Once again, you ere volunteered to do the dirty work. This time, Delta needs you to locate and 
repair the radio so they can contact Command. Follow the objective marker and head through 
the broken grating into the power supply vent. 


LORE ITEM #1 
PUBLIC EBOLA TEST: 


ee 


The vent dead ends around a corner. 
Located on the ground next to a fallen mutant 
is a manila folder containing a Lore Item. 


) 


You also find the source for the loss of power. The wires to the backup generator have been 
sliced. It looks like you will need to locate some tools to fix the problem. 
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CHECK THE ARMORY FOR TOOLS 


Crawl gack through the vent, return up the stairs, and go back to the Armory. Be especially careful 
when you enter because mutants burst through the door opposite the entrance in an attempt to catch 
you off guard. 


Head through that doorway and into the storage shed. Inside, you'll find the tools you are looking for—a 
splice Kit. 
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Return to the power supply vent and use the Splice Kit to repair the wires, restoring the power to the 
radio comm. 
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The radio comm panel is directly underneath the stairs, behind the bunker. Head inside and activate the 
panel. Delta contacts Bridges, who informs them to grab what they can from a nearby storage depot 
while he works on an extraction plan. 


FIND EXPLOSIVES AND REPORT BACK TO CHEW 


Chew, one of Hazmat Delta's squad members, calls on you to follow him. Stay on his tail and head 
through the busted door. 


LORE ITEM #4 
CONGRESSIONAL DISINFORMATION: 


A hmmon Ô zemen 

Make a quick detour as you round the 

corner in the corridor and head into the small 
storage room on the right. Inside here, you'll 
find another Lore Item inside a manila folder 
on the shelving. 


Chew has located the Munitions Storage Room and stays back to defend the hall, while you go in and 
retrieve the explosives. Make sure your equipped weapon is loaded and head inside. The Explosives are 
in the left side of the room, but the stacked crates block your entrance. Use the two-by-fours to the right 
to climb up onto the crates and then jump onto the air vents. 


Head straight back until you reach the wall, then drop down into the portion of the room on 
the other side of the stacked crates to the left and locate the Explosives. In addition to having 
to deal with mites, you'll find yourself attacked random mutant or two in here. 


LORE ITEM #5 p 
UNIDENTIFIED METALLIC SUBSTANCE: (ff 


EC OO) 


There is a final Lore Item in this room. 

To get it, locate the second set of two-by-faours 
and climb up, but don’t jump off at the top. 
Instead, turn left, hop up onto the large crate, 
and then jump again to get on the air vents. 
Next, take a right, and follow the vent around 
until you come to a Health Syringe. From here, 
turn to face the left, then carefully jump to the slightly higher air vent across the way (it looks like it’s too high to reach, but you can jump to it). 
Finally, follow this air vent all the way ta the right until you can't go any further and then jump onto the crates to the left. You'll find what youre 
loaking for—a set of CDs that can hbe scanned in the back corner. 


GIVE EXPLOSIVES TO CHEW 


Return back to Chew and continue to follow him back into the main chamber of the Testing Facility. Give 
him the Explosives when he asks for them, and he sets them on the wall. 


PAUMARH OBJECTIVE 5: 


GET INTO TURRET AND HELP DELTA DEFEND 
THE BUNKER 


Guiekly follow Chew back ta the bunker and then head over to turret #1 and get inside. It's your turn to 
man the guns! 


EQUIPMENT BRIEF: GUN TURRET 


‚Area 51 is full of secret weapans, and these highly experimental gunnery cannons are 
equipped with state-of-the-art ionic charges. Once inside, use the right stick to aim the 
‚guns, and press the Primary Button to fire. 


USE TURRET TO SHOOT EXPLOSIVES 


The first order of business is to use the turret to shoot the Explosives Chew just set. Use the objective 
marker as a target and blow the wall to smithereens, creating a makeshift exit. 


ERBER INET RATED EE REE 


Before vou can leave, another wave of mutants pours into the Testing Facility and attacks. Stay inside the 
turret and pelt them with serious firepower. 


| the turret toward the ground about midway down the Testing Facility | 
er {right where the mutants land when they jump down from the catwalks). | 


When it's over, follow the rest of the Delta team toward the exit. Instead of the end, this is 
just the beginning… 


ESSA SAE lm: 
PLACE: OUTER LABS 


A HUGE ALIEN BEAST HAS TAKEN OUT MOST OF HAZMAT DELTA, LEAVING YOU AND CHEW 
THE ONLY TWO SURVIVORS. TO MAKE MATTERS WORSE, MYSTERIOUS DARK OP SOLDIERS 
ARM AN EXPLOSIVE ON THE LIFT YOU ARE RIDING, SENDING CHEW TO HIS DEATH AND 
YOU. WELL YOU ONLY WISH YOU HAD THE SWEET RELEASE OF DEATH. INFECTED AND 
TRANSFORMED INTO SOMETHING BETWEEN NOT QUITE HUMAN AND NOT GUITE BEAST, - 
YOUR ONLY CHANGE TO STAVE OFF COMPLETE MUTATION IS TO FIND THE ANTI-MUTAGEN. 


1. Stop the Mutation! 1. Green River Launch Complex 
ê. Find the Elevator è. Project Blue Book 
3. Find Dr. Cray 


‚ Demute Chamber Warning 


3 
4. Gray Experiment Chat Log 
5 


‚ Cray Assassination 
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INFECTED CORPSE 
ORANGE 1.D. CARD 
LORE ITEM # 5 
LORE ITEM #4 
EXIT 


DEMUTE 
CHAMBER 


LORE ITEM #1 
LORE ITEM #2 
LORE ITEM #3 


STAIRS FROM 
LEVEL @ 


PAIMAARH OBJECTIVE +: 
STOP THE MUTATION! 


You have become one of them. In order to stop the mutation, you will need to find a cure. Since you can 
no longer wield vour weapons, you'll have to rely on your claws and melee attacks to kill other mutants. 
Approach the glowing-red mutants and press the Melee button to swipe at them. 


INFORMATION BRIEF: MUTAGEN 


cted by one of the mutants, you now have the 
our bloodstream. In order to fully utilize 

ur stores hy attacking other mutants. A 
ppeared in vour HUD, right above your Health meter, and 
| id u are in your mutated form. At the moment, vou 
‚ canne ess your utant p pwers. 


inues to m ost, the vi tim begins to 
3 into an 5 ate. The leaper is the final phase 
and has h a ue all four limbs to 


Continue to melee any leapers you can find until the ladder in the center of the room is knocked down by 
one of them. Climb up to the top and then head into the next area. 


Inside this large tube-filled chamber, you'll find more leapers. Continue to clear out the area and take 
the lift up to the next level. 


EDESSA 


Âs you leave the elevator, follow either path around the perimeter of the room, then take the stairs 
down to the next level. When you reach the door, a vision of a reanimated corpse tells you to find Dr. 
Cray and the Mutagen. 


The doorway leads to a trash receptacle, which leads outside to an Atrium. Around the corner, a 
scientist recoils in horror at the sight of you, but before you can do anything, he is shot and killed by a 
mysterious soldier. 
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ENEMY BRIEF: DARK OP SOLDIERS — BLACK OPS — 
\ Okun _—_ meme tneIeen menssen 5 wen nennen nn neee ane «. - an . N N 
ĳ | Bihese mysterious Dark Op soldiers are cloned humans—the result of experiments with 
| Khen Human DNA recombination. These Black Ops are equipped with Viper assault 
‚ Pritles and have excellent combat reflexes. It seems as though they are conditioned to 
 \abey orders fram a mysterious source. 


Quickly melee the Black Op before he can inflict serious harm with his weapon, then find a way 
out. You won't be able to access the elevator along the hallway without an |.D. Badge, and the 
doorway at the far end to the left is locked, so the only alternative is to head through the door 
to the right. 


You've entered the facility's Demute Lab and it looks like you're in time to join in a fight 
between the Dark Ops and leapers. Since there's no need to choose sides, why not kill them 
both? 


When all of the enemies have been eliminated, head over to the Demute chamber in 
the middle of the lab and enter inside. The Anti-Mutagen process begins, but cannot be 
completed. At least you're back to normal. or are you? 


FIND THE ELEVATOR 


Now that you've regained your human form, you must continue to find a way out of the facility. The 
elevator back in the main hallway of the Atrium is the only way forward, but you'll need an |.D. Badge to 
access it. 


LORE ITEM #1 


GREEN RIVER LAUNCH COMPLEX: 
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Before taking off for the elevator, locate 
and scan the manila folder on the floor behind 
the Demute chamber. 


It looks as if the Demute process has left some of the Mutagen virus in your blood, allowing vou to 
transform from a human into a mutant, and back again at will. 


Ás you prepare to leave the Demute Lab, a video monitor projects Dr. Cray's face across on the screen. 
He notes that you have been infected and tells you to seek him out. 


FFA MAARAH DOEJECTIVE B En 


FIND DR. CRAY 


LORE ITEM #2 
PROJECT BLUE BOOK 


There is a second Lore Item inside the 


Demute Lab. You can find it on the floor to the ER OA 
right of the door next to some shelving. ts s 5 ei 


NAFREI 


When you exit the Demute Lab, a squad of Dark Op soldiers ambushes you. Use the 
environment for cover and do your best to peek out and pick them off. Alternatively, you can 
transform into & mutant and attack them with parasites. Every time you kill an enemy in your 
mutated state, you gain back some health. Either way, these quys are brutal and are sure to 
get in a few direct hits before you are able to eliminate the entire squad. 


zart. They will pinpoint your location and work together to draw you out. 
cfally alert for deadly grenades being tossed your way. 


LORE ITEM #3 
DEMUTE CHAMBER WARNING: 


ee) 5 
Once the Black Op threat has been dealt | 
with, take a few minutes to gather up some 
Lore Item intelligence that you couldn't retrieve 
in your mutated state earlier. The first one is 


tack inside the trash receptacle. It's a manila 
the floor next to the trash dumpsters. 


LORE ITEM #4 
GRAY EXPERIMENT CHAT LOG: 
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The other can be found back out in the 

main hallway of the Atrium. Head toward the 
far doorway (at the opposite end from the 
Demute Lab) and locate a manila folder on the 
floor on the right hand side (window side) 
next to a cart. 


Enter the room at the end of the main hallway. Inside, you'll bear witness to the execution of a group of 
scientists by a squad of Dark Ops. There leader, a red-colored Dark Op exits through another door and 
leaves his soldiers to take care of you. Find cover and pick them off. 
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INFORMATION BRIEF: FEEDING ON CORPSES 


When you come across these glowing, super- 
contagious corpses, you will be able to feed on them, 
drawing the Mutagen virus from their dead bodies 
and replenishing your stores. To feed, approach the 
hody and press the Use / Reload button. 
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LORE ITEM #5 ARTE EEN 
CRAY ASSASSINATION: kra his bs 


ce—O 
This area’s final Lore Item is the manila 
folder on the floor just past the desk next to 
the assassinated scientists. 


Your objective marker is pointing to an orange-colored |.D. Badge lying next to one of the dead 
scientists. Grab it, and return. 


After a brief video transmission from Dr. Cray, head back into the 
main hallway and carefully make your way toward the elevator. 
You'll be attacked by both Black Ops and leapers—find a good 
place to take cover and pick them off. If you're running low an 
ammo or health, dont forget you can transform into your mutated 
state. 


As soon as the coast is clear, enter the elevator in the middle of 
the main hallway to exit the area. 


MISSA SAS: 


PLACE: EXPERIMENTAL FACILITIES (A.K.A. “THE ZOO”) | 


THE MUTATION IS TAKING HOLD. THE LONGER THE VIRUS FLOWS THROUGH YOUR VEINS, 
THE LESS CHANGE YOU HAVE OF EVER GOING BACK. IT'S IMPERATIVE YOU SEEK OUT DR. 
CRAY, SINGE IT SEEMS HE IS THE ONE WITH THE ANSWERS TO YOUR PROBLEM. 
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Y OBJECTIVES) “# GECONDARY-ORIECTIVES 


1. Find Dr. Cray 1. Stop the C4 from Detonating 1. Beath Request Form Letter 


2. Locate Power Conduit and Prevent Its 2. Leaper \ivisection 


9 inie 3. Report on Mutant Vision 


Ee 4. Destruction Orders 


5. Red Ops Information 


LORE ITEM #1 
START / EXIT 
„LORE ITEM #3 
„LORE ITEM #2 
LORE ITEM #4 


INFECTED 
CORPSE 
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PAAR OBJECTIVE 1: 


FIND DR. CRAY 


As you exit the elevator, you find more Black Op soldiers attacking a leaper in the hall. Find a good place 
for cover and engage them in a firefight. As before, watch out for incoming grenades and switch to your 
mutant form if you are running low on health or ammo. 


LORE ITEM #1 
DEATH REQUEST FORM LETTER: 


Both doorways at either end of the hallway 
are locked shut, hut it's worth making to trip 
down to the right end in order to scan the 
manila folder next to the dead body on the 
floor. 


EAT EREA 


Take the walkway in the middle of the hallway, crossing the Atrium and heading through to Area 51's 
Experimental Facilities, or as it's referred to internally, the “Zoo.” Walking out onto the viewing balcony 
allows you to witness a brief exchange between a group of similar-looking men discussing the mutated 
properties of a diseased leaper. 


REDENEN 


Head through the doorway on the left and make your way around and into the Zoo. Once inside, the 
strange men greet you and teleport out of the room, leaving you alone with the leapers that have been 
released from their pens. 


a strategy of continually strafing in a circular motion while staying targetedon =” 
grey. Doing this makes it difficult for the them to connect with youwhen 


5 and attack. 


LORE ITEM #2 
LEAPER VIVISECTION: 
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The cut open leaper on the operating table 
is a prime candidate for scanning. Break out 
vour Scanner and send the information to 
vour Databank for analysis. 


rough its body. If you continue to shock the leaper, it eventually 


LORE ITEM #3 
REPORT ON MUTANT VISION: 


men 

The switch against the far back wall opens 
up the few closed pens, allowing you to gain 
access to the items inside. In addition to 
some Health Syringes and ammunition, you 
can find a Lore Item in the far left corner. 


The switch on the wall to the left of the toasted leaper calls a lift. Take it up to the control room above 
and press the switch against the wall up here to open a door below. The elusive man at the controls 
teleports away before you can do any damage to him. 


When you return below you'll receive another transmission from Dr. Cray. He explains that the soldiers 
of the Illuminati are destroying all evidence of a pact they made with the aliens long ago. It's up to you to 
stop them from destroying the Power Conduit, so you can reach his lab and receive the cure. 


PFAHOAR OBJECTIVE 2: 


LOCATE THE POWER CONDUIT AND 
PREVENT ITS DESTRUCTION 


Go through the door and into the hallway beyond. From the looks of it, this is where the test subjects for 
the experiments were stored, although it seems as if all the cages have been opened. Watch your back 
and head through slowly, as there are a few leapers still loose in this area. 


LORE ITEM #4 
DESTRUCTION ORDERS: 


| / 
Äs you approach the set of stairs around e 
the corner, examine the right side of the 
corridor behind the cage. Tucked away hack 


here is a manila folder containing another 
Lore Item. 


Ás you head into the next area, a huge explosion takes place-back out of the room before you get 
caught up in it! It looks as if the Dark Op soldiers are doing their best to destroy the place. 


Dt to venture out into the middle of the 
nere are Black Op soldiers on both 


Find a good spot to take cover and pick off the soldiers on either side of the hallway. Don't forget you can _ 
transform into your mutated state as well, which definitely helps even the odds. 
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The fight continues down the hallway. It's a tough battle that requires you to continually find cover, 
switching between your mutated form to quickly eliminate a few soldiers, then back to human form to 
pick off a few more. At the end of the hallway, you'll find the doorways leading to the Power Conduit. 
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| portion ef your Mutagen for the battle that ensues in the next 


SECO AR-T E TT: 


STOP THE C4 FROM DETONATING 


As soon as you approach the doors, a countdown timer starts ticking. You have 45 seconds to locate 
and disable a C4 charge, which has been secured to the Power Conduit. 


Switch to mutant form and head inside, shooting parasites and using your melee attack on all of the 
soldiers you can find. Don't worry about the C4 charge for the moment, since you wont be able to get 
anywhere near it as long as there are Dark Ops in the room. In addition to standard Black Op soldiers, 
you'll have to face a Dark Ops leader. 


vear re me | is equipped with cloaking 
vem r the human eye. These Red Op leaders 
ed t; je command squads of ordinary 


One the enemy threat has been quelled, quickly follow the objective marker over to the C4 and disable 
it. You can find some Health Syringes lying, as well as a Level 3 1.D. Badge, on the floor by the dead 
scientist. 


LORE ITEM #5 
RED OPS INFORMATION: 
te) 

Before you leave the Power Conduit area, 
head over ta the opposite side of the room 


and locate and scan the manila folder on the 
floor by the second dead scientist. 
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When you're ready, go through the exit and into the Atrium hallway. As you leave, the good 
doctor urges you to continue to seek him out. Follow the objective marker to the elevator. Now 
that you have the |.D. Badge, you can head deeper into the facility. 
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PLACE: MAINTENANCE 


IT LOOKS AS IF DR. CRAY NEEDS YOU AS MUCH AS YOU NEED HIM. HE IS HOLED UP 
SOMEWHERE DEEP IN THE FACILITY INSIDE HIS LAB, BUT THE DARK OP FORCES ARE 4 
APPROACHING AND HE WON'T BE ABLE TO HOLD THEM OFF FOR LONG. COULD THIS MAN 
REALLY BE YOUR SALVATION, OR IS IT POSSIBLE HE IS USING YOU AS A PAWN FOR HIS 

OWN AGENDA? 
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EGECONDARY OBJECTIVES ! 


1. Find Dr. Cray 1. Activate the Arm and Use it to Cross the Pit 1. Illuminati Dollar Bill 

2. Find Maintenance Elevator to Dr. Cray’s Lab ò. Alien fmplosion Technology 
3. Capacity Overload Orders 
4. Servo-Arm Manual 

5. Big Foot Canister 


EXIT 

LORE ITEM #5 
HYDRAULIC CONTROLS 
LOGCKBOX 


LORE ITEM #3 
LOCKBOX LORE ITEM #2 
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AMAR OEJECTIVE 1: 


FIND DR. CRAY 


You've managed to gain access to a lower level of the facility, but you're still a ways from preaching Dr. 


Cray. Exit the elevator and head into the hallway where you'll find an infected corpse to replenish your 
Mutagen stores, if needed. 


LORE ITEM #1 
ILLUMINATI DOLLAR BILL: 


Take a right from the elevator and locate 

the small countertop along the left side of the 
hallway (hefore the doorway). On top, you'll 
find a manila folder containing a Lore Item. 


The doctor appears on a monitor once again, informing you the Dark Op soldiers are doing everything 


they can to halt your progress. He remotely unlocks the door to the left and urges you to head through 
the Maintenance section of the facility. 


PFAHNAAR DOE JECETIVE ZE: 


FIND MAINTENANCE ELEVATOR TO DR. CRAY'S LAB 
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he small lackbox at the left end of the hallway is 

ked, bit vou can find the key on the dead soldier 
inside the elevator at the opposite end. Inside, you'll 
id a shotgun and extra frag grenades. 


EQUIPMENT BRIEF: 
SR-125 “WRAITH” SPECIAL PURPOSE RIFLE 


exceptional sniper rifle offers an advanced Sniper Optic, 2x and 10x image 
zed zaam scope with an integrated laser range finder. It uses 7.62mm SLAP 
light armor penetrator) rounds and has a semi-automatic rate of fire. To / 
ie rifle’s scope, press the Secondary Fire button. To zoom in, press the 
e button a second time when looking through the scope. 


You'll get the chance to try out your new sniper rifle right away. Approach the caution gate on the 
landing end locate the Black Op soldier on the catwalk below. Use the scope to aim for his head and 
take him out with a single shot. 
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satwalks. These are armor plated and provide protection from enemy fire Gn 
yau are sniping. | laate 


Head down to the bottom of the stairwell and make sure to check out the dead body at the base of the 
stairs. In addition to a Health Syringe, there are a few JB grenades here. 


EQUIPMENT BRIEF: JB GRENADE 


The NM-197 “Jumpin Bean” Experimental Grenade is designed to yield a devastating 
_graviton-plasma implosion upon impact. As with frag grenades, to toss a JB grenade, 
„press the Grenade button. 


Pick a spot for cover near the doorway leading out to the catwalk and then use the sniper rifle to locate 
and pick off the Black Op soldiers off in the distance on the levels above. There is one off to the right, 
and another straight ahead. Be careful to pay attention and watch for incoming grenades. 


You'll find a few more Black Ops who have taken defensive positions along and around the catwalk, as well 
as in the pit below. Do your best to methodically locate their positions and pick them off under the safety 
of cover. 


When you've completely cleared the area, follow the catwalk around to the ladder against the wall and 
take it down to the level below. There are be a few more sniping opportunities here, so find cover and 
pick off the Black Ops. 


LORE ITEM #2 
ALIEN IMPLOSION TECHNOLOGY: 
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diversion and climb the ladder douvn inte 
the pit. Down here, in the back left corner, 
you'll find a lockhox like the one in the 
hallway earlier. Since you have the key, open 
it up and scan the blueprints that fall out. 


LORE ITEM #3 
CAPACITY OVERLOAD ORDERS: 


A second Lore Item can be found down 
here. Locate the hand scanner at the base of 
the right hand set of tubes (to the right of the 


ladder) and analyze its data. 


Climb out of the pit and locate the lift in the far right corner. Take it up to the next level. As soon as you 
arrive, you'll be bombarded by enemy fire, take cover! 


Continue to pick off and eliminate the Dark Op soldiers. When it's relatively safe, leap across the portion 
of destroyed catwalk and then continue to the left. You'll be attacked by another set of Black Ops from 
the area you just were, so be prepared to take cover and return fire. 


The doorway in the corner leads into the Arm Room. If things seem a little too quiet, that's because 
they are. There are multiple Black Ops along the catwalks and they will do their best to draw you out 
with their fire and grenades. 
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One also destroys a major portion of the catwalk, forcing you to find another way through the room. 
When it's safe, take the ladder down to the next level. 


LORE ITEM #4 | 
SERVO-ARM MANUAL: / 

Break out your Scanner and approach the ©” 
wall to the right of the base of the ladder. 


The glowing display is a Lore Item and holds 
valuable information that must be analyzed. 


ACTIVATE THE ARM AND USE IT TO CROSS THE PIT 


There is also a hand scanner here, although you don't have the clearance to activate it. Take the ladder 
leading down into the pit to see what you can find. 


You'll find a pack of mites feeding on a dead soldier's body down here— nothing a well-thrown grenade 
cant handle—as well as a lift. Hop on and take it up to the next level. 


Up top, find cover and pick off any Black Ops you can find, then grab the blue-colored Keycard off the 
fallen soldier when it's safe to do so. 


Return the way you came—DO NOT try to walk across the glowing-blue platforms! They are coursing 
with deadly electricity! When you reach the other side, use the hand scanner to activate a giant robotic 
arm. 


Once again, head down into the pit and then take the lift across the way to return to the area where you 
grabbed the Keycard. Next to the dead soldier is a maintenance gate. Press the Use / Reload button to 
push it open, giving you access to the robotic arm. 


Jump onto the arm when it approaches and then ride it over to the other side of the room where you 
can jump onto the viewing platform to the right. Fight your way through eny remaining Black Ops, then 
head out of the Arm room and into the hallway on the left. 
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SHUT DOWN THE HYDRAULIC CONTROLS 


Dr Cray contacts you with an urgent request—the containment tubes need to be turned off or the facility 
will face imminent disaster. You have 4:00 to locate and shut them down. 


EIER 


LORE ITEM #5 
BIG FOOT CANISTER: 


EC me 

Before heading down the catwalk to the 
pit below, locate the set of large canisters 
along the left wall. The second one contains 
a scannable Lore Item. Quickly scan it, then 
move on. 
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Quickly move onto the catwalk and start making your way around. You can afford a few moments to pick 
off the Black Ops on the catwalks below, just try not to waste too much time. Don't attempt to jump 
across the damaged sections. Instead, follow the catwalk around to the right and continue your descent 
toward the bottom level. 


Drop down into the bottom of the chamber and quickly clear out the remaining Black Ops, then locate 
and deactivate all four of the Hydraulic Power Consoles. Even if you go are somewhat slow getting down 
to the bottom, you should still have plenty of time to locate and shut all four down. 
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Locate the fallen catwalk debris and climb up it to get out of the pit. From here, go up the catwalk and 
return the way you came. When you reach the damaged section, leap across it and continue. You'll have 
to jump across three more gaps to reach the doorway at the end. 


All that stands in your way between you and the Maintenance Elevator are a few mites. Blow them away 
and take it to Dr Cray's Lab. 
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PLACE: CRAY'S LABORATORIES 


THE CONSTANT DUEL BETWEEN HUMAN AND MUTANT GOING ON INSIDE YOUR BODY IS 
TAKING ITS TOLL. WITHOUT CRAY'S HELP, YOU WILL VERY SOON SUCCUMB TO THE ALIEN 
VIRUS RUNNING THROUGH YOUR VEINS AND END UP AS ONE OF THEM. TIME IS SHORT. 
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ERIMARY O … ESECONDARY OSJECTIVES FLOREITEMS 


1. Find Dr. Cray 1. Get into the Processing Chamber 


1. Alien Grenade Specifications 


2. Go Back Outside and Fend Off the Reinforcements « 2. Get into the Decontamination Chamber ê. Gray’s JFK Assassination 
‚3. Return to Dr. Cray’s Lab and Go See Victor to nohiement 
Get a Molecular Sample 3. Alien Parasitic Creature 
4. Pick up the Template Fluid and Follow Victor 4. Anti Grau Report 
Back to Dr. Cray’s Lab 


5. Laser Progress Report. 
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FLUID BAT 
DECONTAMINATION 
CHAMBER 
LOGCKBOX 

„DR. GRAT 

LORE ITEM #2 


„LOEKBOX 
LORE ITEM #5 


„LORE ITEM #4 
TEMPLATE FLUID 


ViCTOR 5 
LORE ITEM #3 
TO DR. CRAT'S LAB 


PFAHNAR-DOBJETTIVE- TE: 


FIND DR. CRAY 


Exit the Maintenance Elevator and follow the corridor around to the right—there’'s mass carnage and 
destruction everywhere. As you head into the next room, you find a squad of Black Ops is doing their 
best to breach the Doctor's defenses. Help him out and eliminate the few that are left standing. 


LORE ITEM #1 
DR. CRAY WEAPON EXPERIMENTS: 


Before you head through the vault and into 
Dr. Cray’s lab, there is a very cleverly hidden 
Lore Item in this area. From the entrance, 
go straight, then take a right at the burning 
debris. Head straight back and locate the 
ramped archway against the back right wall. 


You can walk up a portion of it. Fram here, turn around and jump over to the top of the barricades, then walk along them until you reach the top 
of the small structure. Úp here, yau’ll find what vow’re looking for. 


‘serious ammo stores located on the desks along the back left 
Make sure to stock up before leaving. 


Dr. Cray opens the vault and lets you into his Leb. You won't even be allowed a brief exchange before he 
sends you back out to defend his Lab from another wave of Dark Op forces. 


F-AM TIE EE: 


GO BACK OUTSIDE AND 
FEND OF THE REINFORCEMENTS 


NANDA SRE 


Defending the Lab from the legion of Black Op soldiers is tough. As soon as you return back 
to the previous room, you'll find it overrun with enemies, and there are more pouring in every 
second! Definitely transform into a mutant and start shooting parasites to clear the first wave. 


REENER AEN LEK IA ER SAE 


Find a good spot to dig in, such as the wall of the small structure on the right side of the 
room (to the right of the vault door). This is a good spot to take cover, as well as get a perfect 
view of the doorway where the Black Ops are entering. This is definitely a good time to make 
use of your grenades. 


PFA OBJECTIVE SS: 


RETURN TO DR. CRAY'S LAB AND GO SEE 
VICTOR TO GET A MOLECULAR SAMPLE 


Once the threat has been eliminated, the Dr. lets you back in to his Lab. True to his word, Dr. 
Cray has set up the Processing Chamber, and needs you to seek out his assistant, Victors, 
who is in the Bio Lab. 
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Sacre, you probably need some Health and Mutagen to replenish | 


INFORMATION BRIEF: MUTAGEN SYRINGES 


| Similar to the Health Syringes, you will be able to find Mutagen Syringes scattered 
about Dr. Gray’s Labs. Filled with the volatile fluid, injecting yourself with them 
„replenishes your Mutagen levels. 


Head over to the lift in the right corner of the room and take it up to the next floor. The path to the right 
leads to a lockbox that you don't have the key to— you'll have to come back later. The left path takes you 
to the doorway leading to Victor and the Bio Lab. 


LORE ITEM #2 
VICTOR WEISBROD CLONING: 


ee _) 


Take a very brief detour and head dovun the” 


path to the left. At the end on the desk is a 
manila folder containing another Lore Item. 


LORE ITEM #3 
MR. WHITE CLONING: 


dust inside the next room, on the right 
hand side, you'll find a shelf containing vet AE en : n 
another Lore Item. Scan its contents and then 2 a VO ee 


move on ere RER | aur 
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- a 


8 


It looks es if Dr. Cray's scientific staff is hard at work. You'll find a shaken Victor around the corner to 
the left. He tells you the mutants are awake and it's not safe inside the next room, but you must be 
scanned, so he lets you in anyway. 


SECOMDAR + OBJECTIVE 1: 


GET INTO THE PROCESSING CHAMBER 


He wasn't kidding. Inside this makeshift operating room, the mutants lying on the tables come to life and 
attack. Stay back and wipe them out with your assault rifle. When they are dead, Victor5 enters and, 
| with some chiding from Dr. Cray, opens the next door for you. 


step inside to be scanned. 


LORE ITEM #4 
MUTATION EXTRACTION SUBJECT: 


magen s 


There’s also a final few Lore Items in here. 
The first one is on the table next to the 
Processing Chamber. It's a mutant with tubes 
protruding from his head. Scan him to analyze 
his data. 


LORE ITEM #5 
DECONTAMINATION CHAMBER SPECS: 


The other Lore Item can be found in the 
small control room up the stairs along the 
hack of the Lab. You'll find the manila folder 
on the floor next to a dead scientist. 


return to his Lab with the Template Fluid. 


PAIMAAR OBJECTIVE HH: 


PICK UP THE TEMPLATE FLUID AND 
FOLLOW VICTOR BACK TO DR. CRAY'S LAB 


Grab the Template Fluid from its receptacle and follow Victor as he leads you back toward Dr. Cray's Lab. 


It looks as if Victor6 has met a grisly fate. Keep moving and take out the next wave of attacking mutants 
Again, when it's safe, Victor will enter. This time he heads for the Processing Chamber and asks you to 


When youre ready, step into the Chamber to be scanned. When it's over, the Doctor requests you to 
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When you reach the second doorway, a squad of Dark Op soldiers attack and kill poor Victor. 
Quickly take cover and engage them in a firefight. When they are eliminated, return to the Lab 
and insert the Fluid into the receptacle at the base of the lift. 
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GET INTO THE DECONTAMINATION CHAMBER ferm 


Bes Time is running short. Enter into the Decontamination Chamber, so the doctor can start the process. 
De Re Unfortunately, the process fails midway through, leaving you in your mutated state. To make matters 
5 worse, the Dark Ops blow through the vault doors, killing Dr. Cray in the process. 


INFORMATION BRIEF: INFECTIOUS CONTAGION 


The failed decontamination process has altered your mutated state, giving you 

the new ability to launch highly contagious Mutagen at your enemies. Whenever 

you are in mutant form and as long as you have enough Mutagen stores, you can 
launch Contagion by pressing the Secondary Fire button. Be warned, infection is not 
instantaneaus. Enemies still function for a few seconds before they succumb and die. 


Fight the Black Ops and then exit the Lab through the doorway to the left of the burning vault 
doors. As you enter the hallway, another dead scientist reanimates and gives you e message. 
Continue into the elevator and take it to exit the level. 
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PLACE: WEAPONS LABS 


DR. CRAY WAS LOOKING TO MASTER THE LINK BETWEEN HUMAN AND ALIEN DNA AND, 
FOR REASONS UNKNOWN, IT HAD TAKEN A NEW PATH INSIDE YOU—EVOLVING FURTHER 
THAN HE COULD EVER HAVE IMAGINED. UNFORTUNATELY, DR. CRAY'S DEAD, AND WITH 
HIM, YOUR MOST LIKELY CHANCE OF SURVIVAL. YOUR ONLY HOPE FOR SALVATION LIES 
WITHIN THE CRYPTIC MESSAGES OF THE STRANGE BEING SPEAKING THROUGH THE BODIES 
OF THE DEAD. 
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OBJECTIVES — FSECONDARY OBJECTIVES FLORE ITEMS 4 


RE 


1. Find a Way to the Turret Test Lab 


2. Rendezvous with the Spec4 2. Find the Access Key to the Turret Test Lab 2. Gray’s JFK Assassination 
Involvement 


1. Find a Way Past the Malfunctioning Door 1. Alien Grenade Specifications 


3. Alien Parasitic Creature 
4. Anti Grav Report 
3. Laser Progress Report 


EXIT 

BBG 

SECURITY CONSOLE 
LORE ITEM #4 
YELLOW KEYCARD, 


SEVERED HEAD 


LASER 5, 
ORIENTATION 
SWITCH 


LORE ITEM #2 


TURRENMCHARGE CONSOLE 
ATION SWITCH 
LORE ITEM #5 


5 PAAR DORJECTIVE a: 
| FIND A WAY TO THE TURRET TEST LAB 


Major Bridges contacts you in the elevator and orders you to link up with base personnel in the Weapons 
Lab. Exit the elevator and approach the dead body straight ahead. It comes to life and gives you some 
background information on the Contagion seeping from your body. 


LORE ITEM #1 
ALIEN GRENADE SPECIFICATIONS: 


CC——_Á EE, Ds 
Directly behind the scientist is a blueprint. 
Break out the Scanner and use it to analyze 


its contents. 
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order to access it, 


Watch out for the laser burning a hole in the floor. It's searing hot and damages you if you touch it. Go 
around it, and follow the hallway back to the right where you'll find what youre looking for—a severed 
head. Pick it up, return to the retinal scanner and use it to gain access into the next area. 


SECONMDAR OBJECTIVE 1 


FIND A WAY PAST THE MALFUNCTIONING DOOR 


Take a moment to locate and clear any leapers you can find in the lab below, then take the ladder to the 
right down into the Laser Lab. The door up here to the left is malfunctioning and you are going to need to 
find another way past it. 


Eliminate any other leapers that might still be around down here, 
then locate the laser console to the right of the ladder. Pressing 
the right switch on the console causes the laser to adjust its 

trajectory and blow the malfunetioning door above. 
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Return to the upper level and head through the destroyed doorway. Inside, youll find the powerful 
laser has created quite a mess. Watch out for a few mites and then prepare to move on through the 
doorway to the right. 


LORE ITEM # 


GRAY'S JFK ASSASSINATION 
INVOLVEMENT: 


eel) 


Before leaving this room, squeeze hehind 

the blown door by ducking under its left side. 
Yau’ll find a manila folder containing a Lore 
Item here, as well as some Health, a sniper 
rifle and ammo. 
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Inside the next room, you encounter a squad of Dark Op soldiers. Either take cover and pick them off, or 
mutate and use your Contagion and parasites. 


When it's clear, take a right and head into the Alien Research Lab. Inside, there are two large holding 
canisters filled with strange floating particles. There are also a ton of ammo stores on the counters 
in here. 


LORE ITEM #3 
ALIEN PARASITIC CREATURE: 


ee —Á 

The bottom right monitor on the back 
wall inside the Alien Research Lab can be 
scanned for its data. Make sure you do so 
before exiting the room. 


_ Return the way you came and move through the storage room and toward the large hall around the 
corner to the right. This open chamber is a death trap. The fire at the base of the stairs won't allow you 
to pass, but you can drop down from the ledge to the right. Before you do so, take cover at one of the 
columns and get ready for a brutal firefiaht. 
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SSESCETDRA RR -OERIEE TVE: 
FIND THE ACCESS KEY TO THE TURRET TEST LAB 


When you reach the opposite end of the chamber, there is a locked door to the right. Around the 
corner from it is a Security Control Room. Press the button on the console to switch between security 
cameras. If you look closely enough, you'll notice a yellow-colored Keycard on the floor in the bottom 
right corner of one of the rooms. You need that. 


Exit through the back door to continue into the Antigrav Lab. The leapers have found some more prey 
here, and they come after yau once they've killed the scientists. Take them out, then press the switch on 
the center console to activate the Antigrav Machines in the connecting Lab. 


Enter the Antigrav Lab through the doorway to the left. The lift in the back corner takes you up to the 
catwalk above where you need to jump from object to object in order to get across to the other side. 


tim e when jumping across. To do so successfully, wait for each 
drop below the one you are on. If you miss and fall to the ground, you 


Follow the room around to the left until you reach the dead scientist and his Keycard. Grab it, then return 
the way you came. Another squad of Black Op soldiers will try to halt their progress. Use your mutant 
powers to do away with them quickly. 


HERPEN 


LORE ITEM #4 


ANTI GRAV REPORT: 


ON 

There is a well-hidden Lore Item that can hè FA 
uncovered in this area. When it's safe, locate 
the opening in the grating behind the toppled 
shelving to the left and drop down into the 

vent. Follow the vent until it lets you out on 

the catwalk above the large chamber, then 

locate the manila folder on the floor to the 

right of the opening. 
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jainst the armored plating. 
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The BBG is uses mysterious alien technology to fire off highly charged Meson particles 

that cling to organic surfaces and rebound off all other materials. It also comes 
“integrated with the secondary ability to emit an “intelligent” LIDAR beam, which 
predicts the Meson particle path. 


As soon as you grab the BBG, a pack of burning leapers break into the chamber and seek you out. This is 
as good a time as any to take your new weapon for a test drive. When you're ready, take the lift down to 
the lower level and then use the Keycard to open the doorway here. 


RENDEZVOUS WITH THE SPEC4 


Once inside the Turret Test Lab, you'll receive a new objective to rendezvous with the Spec4 soldiers. 
Guickly take cover and hide behind one of the large columns and wait for the squad of Black Ops to enter 
the Lab from the catwalk above. You should be able to pick off most of them with your sniper rifle before 
they even know what hit them. 


You'll find a set of stairs along the back wall to the left. Take them up to the top level first, then locate 
and press the switch on the console above the alien turret—this charges the weapon. 


Return down the stairs to the second level and press the switch at the console here. This initiates the 
firing sequence, and it also triggers more Black Op guards who shoot at you from below. 
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gu can use the alien Turret against the Dark Ops. Take cover by ducking 
nd let the Turret fire its blast into the chamber, wiping out any enemies 
nfortunate enough to be caught inside. Repeat as many times as needed, 
hen manually pick off the rest that may have gotten by its blast radius. 


Take the stairs back up to the third floor and be prepared for another wave of attacking Black Ops from 
above. You'll want to make your way around the chamber by jumping across to the blast shield ledge 
against the back wall. 


LORE ITEM #5 
LASER PROGRESS REPORT: 


CO Ne ( >) 
This area’s final Lore Item can be found 

through the doorway to the left before you 

jump to the blast shield ledge. Head inside and 
around the corner and you'll spot the manila 


folder on the floor next to some grenades. 


Crawl into the vent on the opposite side and then take it through the next area where you'll encounter 
some mites. The vent continues across the way. Follow it to exit the Weapons Labs. 


mISSIEAm SAF INGE: 


PLACE: HANGARS 


YOUR JOURNEY THROUGH AREA 51 IS FAR FROM OVER. EVEN THOUGH YOU'VE LOST ALL 
HOPE, SOMETHING COMPELS YOU TO MOVE ON. WRECKED WITH INFECTION, YOUR BODY 
CONTINUES TO MUTATE AND EVOLVE—THE REMNANTS OF YOUR HUMAN SOUL SLIPPING 
AWAY FROM YOU AT A FRIGHTENING PACE. WHAT HORRORS LIE IN STORE FOR YOU NEXT? 


OBJECTIVES 


1. Rendezvous with the Spec4 1. Roswell Communication 


RE 


Ginji 


‚2. Find the Gomm Station and Contact Bridges 2. Bermuda Triangle Singularity 
3. SETI Redirection 
4, HyperX Technology Report 
5 


be ded 


‚ Public Alien Technology Device Report 


LORE ITEM #3 
EXIT 

GUN TURRET 
LORE ITEM #5 


SAUCER 
ANTIGRAWV 


SPECA4 SOLDIER 


HANGAR 4 
CONTROL PANEL 


LORE ITEM #4 


de PAAHNAR EF OBJECTIVE 1: 


a RENDEZVOUS WITH THE SPEC4 


Äs you move through the air vent, you witness the shooting of a Spec4 soldier. Make sure you have a 
weapon locked and loaded, then use your melee attack to break the grating and drop down into the room. 


Engage the Black Ops and eliminate them, then approach the wounded Spec4. Before he dies, he tells 
yau to find the backup Comm Station et the base of the stairwell. 
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PANAL OBJECTIVE =: 


FIND THE COMM STATION AND CONTACT BRIDGES 


LORE ITEM #1 
ROSWELL COMMUNICATION: 
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Before accessing the control panel inside 

this observation room, take the small set of 
stairs to the right and locate the manila folder 
on the floor for your first Lore Item. 


sene etienne 


Press the switch at the control panel to open the Hangar A doors, then enter into the hangar where 
vou'll get your first glimpse at a real UFO— you'll be inside it soon enough. 


First take the lift down into Hangar A and quickly head down the stairs and locate the switch on the 
console to the right. This activates the UFO's docking platform, which allows you access to the inside. 


erna 


ontingent of Black Op soldiers target you with their BBG's from an 
avion deck overlooking the hangar. Don’t bother trying to pick them off, 


Walk into the UFO platform and it transports vou inside. Once inside, locate the terminal to charge the 
UFO's cannons. 


LORE ITEM #2 
BERMUDA TRIANGLE SINGULARITY: 
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Before exiting the UFO, use your Scanner 
on the top left of the alien schematics display 
to locate and analyze a Lore Îtem. 


Return back outside and over to the console, then press the center switch. This activates and fires the 
UFO's cannons, vaporizing the Black Op soldiers above and creating a makeshift path for you to continue. 


Climb up the toppled catwalk out of Hangar A to get up into the observation deck. Be prepared to take 
out any leftover Black Ops that may have survived the blast. Up the stairs, and around the corner, you'l 
find a few more. Take cover and pick them off or, better yet, use your mutant powers. 


LORE ITEM #3 
SETI REDIRECTION: 


CC ng , 
Make sure you check behind the fallen if 
shelving unit that the Dark Ops were using 

for cover. On the floor here is a manila folder 


containing a Lore Item. 


Take the stairs into the next room. The huge doors open up to reveal Hangar B and yet another flying 
saucer. Quickly take cover using the edges of the door before the enemies inside can target you. 


3 is full of Black Op soldiers, and there aren't many places to hide. 

1 mutant powers to rush in and quickly use your melee attack on any 
yad can And in order to keep your health up. When you've run out of 
nearby, shoot out parasites to take out the soldiers across the way. 


When it's safe to do so, follow the observation hallway all the way around to the right. You'll find a 
computer console at the very end. Flip the switch to release the saucer from its anti-gravity hold. 


LORE ITEM #4 


HYPERX TECHNOLOGY REPORT: 
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_ You may have noticed this manila folder 

on your way over ta the computer console. It 
_can he found on the floor near the wall along 
the path to the right. 


Releasing the saucer activates the Hangar's security defenses and a new wave of Dark Ops attack. Find | 
cover and pick them off. A majority of them come from the large observation area to the right. 


3 of the Hangar's ceiling mounted gun turrets, which lock-on your 
tion and shower you with a hail of machine gun fire. These suckers can be 
royed, but they take a lot of fire before they break apart. Make sure you 


When it's safe, find the opening in the walkway and leap onto the saucer. From here, locate the lift on 
the right side, then hop onto it, and take it down to the area below. 


Down here, you have a great sniping view of the large observation area above. Use your sniper rifle to 
take out the Black Op soldiers who are undoubtedly firing at you, then take the lift around the corner to 
get up there. 


LORE ITEM #5 
PUBLIC ALIEN TECHNOLOGY 


DEVICE REPORT: p: 
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A final Lore Item is located at the very top i 
of the stairs, on the right hand side. Locate 


the large monitor and give it a scan. 


Exit through the doorway to the left of the stairs, You'll encounter a few remaining Black Ops in this 
hallway and a few more at the bottom of the stairwell in the next area, but they are nothing you can't 
handle. 


As you take the stairs, Bridges contacts you and urges you to get the backup Comm Station operational. 
Don't disappoint him and continue into the next area. Watch out for the final Black Op soldier hiding in 
the dark behind the stairs. 


THE PAST + 
messian esrne: 


PLAGE: LUNAR SOUNDSTAGE 


ALIENS? UFOS? WHAT'S WORSE, EACH HORRIFIC SECRET THAT THE GOVERNMENT HAS BEEN 
HIDING FROM THE POPULACE, OR WHAT THEY INTEND TO DO WITH YOUR MUTATED BODY IF: 
GIVEN THE CHANGE? YOU MUST CONTACT BRIDGES AND FIND A WAY OUT OF THIS HELL. | 


1. Find the Comm Station and Contact Bridges 1. Contact Bridges for Further Orders | 1. Echelon Network 


8. Eliminate the Source of Interference and 2. Film Reel and Documents 
Estahlish Contact with Bridges | 


3. Animal Experimentation Notes 


ils Forward and Search for an Escape 5. Witness Ein Methods 


5. Future Mars Landing Information 


LADDER SWITCH 
LADDER 


STAIRS DOWN TO 
ZOMM STATION 


NTENNA ARRAY 


ECHELON IV DOOR SWITCH 
LORE ITEM #1 
BEG 


LORE ITEM #3 
LIFT TO LUNARSLA 
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COMM STATION CONSOLE 
LORE ITEM #2 


LIFT FROM 
LOWER LEVEL 


LORE ITEM #5 


MR. WHITE 
LAUNCH CONSOLE 


LORE ITEM #4 
BATTERY #2 « 
BATTERY #71 


FIND THE COMM STATION AND CONTACT BRIDGES 


You find yourself in the blown out lobby of a part of the facility called Echelon IV. At the console in the 


center of the lobby is a switch. Press it to unlock the door to the left, then be prepared to deal with the 
Black Ops who come running through it. 


LORE ITEM #1 
ECHELON NETWORK: 


Locate the large set of stacked crates to 

the right of the unlocked doorway to uncover 
this area's first Lore Item—a manila folder 
tucked away behind the crates sitting next to 
a few Health Syringes. 


„ 


Unfortunately, the door leading to the Press Censorship end Disinformation Bureau is still locked. But, 
you can head through the opposite door to check out the BBG Lab. 


LJ 
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SECO DOOBIE TIVE- TT: 


CONTACT BRIDGES FOR FURTHER ORDERS 


Continue down the next hallway. Around the corner is the Communication Shaft. Inside here, you ll have 
to make your way down the stairs while shooting it aut with more Black Op soldiers. 
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with Black Ops. If you shoot the cable box on its roof, the cables will snap, 
sending the elevator, and its Dark Op contents, falling to their destruction. 


Use a combination of BBG, assault rifle, sniper, and even mutant form to take out the Black Ops as 
you make your way down the stairs. Near the bottom of the stairs you find a junction. Take the right 
doorway first, which leads to the Comm Station. 


TEE EDE 


Head inside the Comm Station and follow your objective marker to the console in the middle. Activating 
it allows you to contact Bridges, although the signal is being jammed. He wants you to eliminate the 
source of interference and contact him again. 


PAAR DOOBIE TIVE- EE: 


ELIMINATE THE SOURCE OF INTERFERENCE AND 
ESTABLISH CONTACT WITH BRIDGES 


As soon as the computers are back online, a cloaked Red Op enters the Comm Station and attacks. 
Do your best to locate him and take him out before he gets the chance to do the same to you. 


LORE ITEM #2 
FILM REEL AND DOCUMENTS: 
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Before you exit the Comm Station, there 

is a Lore Item located on the floor around 
the right side of the console. Find the manila 
falder here and scan it. 


Return to the Communication Shaft and go back up the stairs. You'll find the Transmission Jamming 
Devices attached to the huge entenna running vertically up and down the length of the shaft. Use any 
weapon to shoot them out— the first three are easily located destroyed. 


Ga 
ze 


gading back up the stairs because you will be bombarded by 
reep along to draw out one or two Black Ops and pick them off. 
{so shoot them from underneath through the grating. 


When you reach the top, re-enter the Communication Shaft 
entryway and activate the switch on the console. This drops a 
ladder back outside, which in turn takes you up to the top of the 
shaft where you can get at the final Transmission Jamming Device. 


Return to the Comm Station, toward the bottom of the stairs, to reestablish contact with Bridges. 
More cloaked Red Ops enter and attack. It's not a cakewalk to get back to the Comm Station, and there 


is a lot of resistance on the way back down. When you finally make it, press the switch on the console 
Ee to contact Bridges. 


PFA MARO JIJECTIVE A: 


PROCEED FORWARD AND SEARCH FOR 
AN ESCAPE ROUTE 


Bridges fills you in that he is trying to get you a path out of there. The only thing you can do is continue to 
move forward. Take the stairs back outside all the way down to the bottom of the Communication Shaft. 
Once the few remaining Black Ops have been eliminated, follow the objective marker toward the exit. 
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essage delmvered through the body of the dead scientist 

ur heightened mutated senses. If you want to have an easier time 

ed Op soldiers, transform into a mutant. While in your 
Hhouettes stand out against the environment. 
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It looks as if you are underneath some sort of platform or stage. Slowly fight your way through the waves — 
of Black and Red Op soldiers to get to the other side of the area. 


LORE ITEM #3 
ANIMAL EXPERIMENTATION NOTES: 


se OO 


Inside this area, past the office space 

and on the right hand side are a series of 
pipes. Duck under the far end (hy the red-lit 
flooring) to find a few useful items, including 
a manila folder containing information that 
must be scanned. 
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A few more Red Op soldiers try to bar your progress as you enter the hallway at the end of the room. Be 
extra careful as you round the corners because they will toss grenades your way. Once they have been 
eliminated, take the lift up to the next area. 


Apparently, the lift takes you all the way up to the moon... or what 
the population of the Earth was led to believe was the moon. If you 
approach the astronaut, you'll find he's just a cardboard cutout. 


This is the perfect situation to use your mutant vision to locate and eradicate the cloaked Red Ops. 
Transform to seek and destroy them— you'll find they are spread out across the lunar landscape. 


directiy behind the crane, next to a lunar rover. The 
pad is off to the left of the Lunar Lander, next to a forklift. 


Once you've acquired both Batteries, place both of them into their receptacles (you will have to press 
the Use / Reload button twice) to power up the crane. Once you've done so, a few Black Ops target you 
from the observation catwalks above—be prepared! 


Next, follow the objective marker over to the launch console near the supply room end activate it to 
launch the Lander into, er…. space. Watch out for a few more Black Ops that appear on the scaffolding 
over the lunar surface. 


LORE ITEM #4 
WITNESS ELIMINATION METHODS: 
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There is a Lore Item located inside the 
makeshift supply room next to the launch 
console. Enter through the doorway and find 
the manila folder on a crate in the back right 


corner. 


Climb the crane attached to the Lander and jump off of it at the 
top to land on the scaffolding to the left. Follow the scaffolding 
to the left, then drop down to the catwalk above the observation 
room. You can explore the network of scaffolding if you like (there 
are some shotgun shells and Health Syringes up here), but your 
main goal is to get onto the catwalk. 


You'll encounter some more Dark Op resistance. Take them out and follow the catwalk around to the 
doorway leading into a control room. 


LORE ITEM #5 
FUTURE MARS LANDING INFORMATION: 


OO) 


Yau’ll find this area’s final Lore Item 

amongst the rubble inside this control room. 
Look for the manila folder on the floor next to 
a console in the right corner of the room. 


As you attempt to leave through the corridor in the back, the elusive and mysterious Mr. White appears 
and he is not too happy about your meddling in his affairs. He teleports away, leaving a squad of Red 
Ops to take care of his dirty work. 


Once the final Red Ops have been eliminated, enter the elevator to exit the area. Your next stop, the 
facility's Power Core. 


ELI -FAI EIJ 
messen Sasine: 


PLACE: REFINERY 


YOU KNOW WHAT NEEDS TO BE DONE. EVEN IF ALL HOPE IS LOST FOR YOU, YOU 
CAN STILL CHANGE THINGS FOR EVERYONE ELSE. WITH A CLEAR RESOLVE, YOU 
DELVE DEEPER INTO AREA 51. 


BAAS 


‚1. Destroy the Turrets 1. Continue Searching for Edgar LE BBG Spec Sheet 
| ê. Find a Way to Open the Gate 2, Alien Skeletal System 
3. Disable the Security Lockdown 3. Alien Metallurgy 


4. Population Control Documentation 


Cloaking Device Report 


LORE ITEM #4 
GUN TURRETS 
GATE SWITCH 


CONTINUE SEARCHING FOR EDGAR 


Whether you knew it or not, a mysterious hand has been guiding you through the facility. This strange 


being is the one who has been delivering the cryptic messages through the dead. When you exit the 
elevator, he contacts you again. 
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LORE ITEM #1 
BBG SPEC SHEET: 


Nen Gn ( ) 
There is a Lore Item inside this room, behin i 


the elevator. Jump up and squeeze through 
the space ta the right between it and the 
cavern wall, and you'll find the manila folder 
on the ground next to a dead soldier. 


As you head through the catacombs, you encounter a bizarre, new enemy. These pulsating Alien Globs 
attack and they split in two every time they are hit with weapons fire. Focus your shots on them while 
backing away until you have eliminated every last bit. Your parasites while in mutant form are also 
effective against them. 


EEn THE 


DESTROY THE TURRETS 


When you get to the end of the catacombs, you reach the entrance to the Refinery. It's heavily guarded 
and patrolled by Dark Ops. In addition, there are a set of gun turrets at the end of the room that you 
must destroy in order to move on. 


You can stay inside the catacomb and attempt to pick off the first few Dark Op soldiers from the safety 
of cover. Just don't stay inside too long because they will toss deadly grenades inside in order to flush — 
you out. 


, u JATCH YOUR STEB: % RN DE 


_ Be very careful while moving around inside thís area as there are precipitous 


Stay in the back end section of the Refinery and use a combination of mutant powers and weaponry to 
target the many Dark Op soldiers. If you move too far into the area, you'll expose yourself to the turret 
guns. 


Äs soon as the immediate threat has been taken care of, you need to set about taking out the turret 
guns. Head for the small mound along the right side and use it for cover. From this vantage point, you 
should be able to peek out and target the left turret gun, intermittently shooting it with your assault rifle 
and taking cover while it returns fire. 


If you angle yourself a little more to the right, but still stay behind the mound for cover, you can repeat 
the same process for the right turret gun. With a little persistence and patience you can destroy the 
turrets without serious risk. 


PFAHOAARH--DEJECTIVE ==: 


FIND A WAY TO OPEN THE GATE 


LORE ITEM #2 PP 
ALIEN SKELETAL SYSTEM: 7 8 £ he \ 
vO) IMA 
You can find a Lore Item underneath the Ke 
grating that runs along the length of the : 
Refinery. Return to the dark area to the left 
of the catacomb entrance and locate the dead 
soldier lying next to the drop off. You can 
carefully walk out onto the piping, then duck 


underneath the grating and crawl along the 
pipes until yau find the manila folder at the end. 


In order to open the main gate, you need to throw a switch, which is on the other side of the fencing 
to the left. The bad news: the gate leading to it has been fused shut. The good news: there's a ladder 
located on the other side of the mound that allows you to climb up to the catwalk above for an alternate 
path. 


LORE ITEM #3 
ALIEN METALLURGY: 


There ís another Lore Item up on the ' 
catwalk. As soon as yau climb up, turn to the 
right and scan the strange glowing metal 


object hanging from the cavern ceiling. 


Flip the switch to unlock the gate, then return to the other side of the fence by walking up and over the 
damaged section in the back. 


Watch out for a pack of leapers as you make your way toward the main gate. The shotgun works 
especially well at stopping them in their tracks. Even more attack as you approach the gate. They 
climb up and over it and lunge at you. Continue to chip away at their numbers until they have all been 
eliminated. 


LORE ITEM #4 R m an ee 
POPULATION CONTROL PO | nn 
DOCUMENTATION: p * | 


te) 
Move through the main gate and across 
the bridge toward the next set of catacombs. 
Before entering the catacombs, turn left and 
jump over the small crates with the dead 
soldier lying on top of them. Behind them 
around the corner is a manila folder on the 
ground. Scan it, then move on. 


slowly pick them off using whatever means necessary. In addition to ground troops, youll find snipers | 
inside the bunkers along the cavern walls. When it's clear, you can move to the Security Checkpoint room 
at the fer end of the cavern. 


> your eye aut for any canisters leaning against the walls or stacked next 
one another ín the environment. A wellplaced shot will cause them to 


EEN AD TREE ER 


DISABLE THE SECURITY LOCKDOWN 


When you Approach the Security Checkpoint Room, you'll find it's locked down. In order to continue, 
vou need to find a way to bypass it. Double back a bit to the large pipe with steam coming out of it and 
locate the ladder next to it. 


Take the ladder down to the catwalk overlooking the lava and find the broken section of railing where the 
catwalk turns to the left. You can carefully drop down from here onto the pipes below. 


Duck and crawl underneath the catwalk and follow the piping until 
you can climb the downed grating on the opposite side. This allows 
you to bypass the blockade and use the ladder around the corner 
to get inside the Security Checkpoint Room. 


Be prepared to deal with a few Dark Ops outside of the room. One is packing grenades, so 
either take extra caution or eliminate him quickly. 


LORE ITEM #5 
CLOAKING DEVICE REPORT: 


€ € art en U 


Before you exit out of the Security 
Checkpoint Room, there is a final Lore Item 
inside the sniper bunker above it. To get up 
î there, locate the hanging ladder (it's next to 
the one you just climbed to get inside) and 

3 jump up to grab it. 


When you're ready, flip the switch to disable the security lockdown and duck through the half- 


open doorway. The door across the way is now accessible, allowing you into the next set of 
catacombs and out of the area. 
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PLACE: EXCAVATION SITE 


YOUR EMOTIONS HAVE RUN THE GAMUT FROM SHOCK AND HORROR, TO ANGER AND 
RAGE. YOU'VE COME TO THE REALIZATION THAT YOU HAVE BEEN USED AS A PAWN 
BETWEEN CRAY AND WHITE, AND NOW YOU WANT YOUR LIFE BACK. SOMETHING TELLS 
YOU THAT IT'S NOW GETTING CLOSE TO THE END OF THE LINE. 


he mara acc ei deni sachs, 


KIMARKY, OBJECTIVES ‘SECONDARY OBJECTIVES 


NEDER 


1. Find Edgar 1. Clear the Enemy Checkpoint 1. Alien Language Leak Closure 


OR 


die 


UL 


2. Retrieve Scientist 2. Water Fluoridation plan 

3. Escort Scientist to Checkpoint and Defend it < 3. Alien Artifact Storage List 

With Turret 5 d 
4. Personal Diary Recording 


5. safety Report 


LORE ITEM #4 
DYNAMITE 
DYNAMITE HALL 
LORE ITEM #5 


LORE ITEM #2 
TURRET 


TURRET 
BRIDGE CONTROE 
LORE ITEM #3 


FIND EDGAR 


The catacombs continue… to where you're not sure. As you round the corner, you find a scientist 
who has locked himself inside a security raam. When he realizes you're not one of “them,” he lets vou 
through. 


| S HE SHOOTING AT?: Vmnsne TEELEN BITE SLEEN EGER GETZ 


xt area, youll find a Bed Op shooting at something inside a pit. 


LORE ITEM #1 
ALIEN LANGUAGE LEAK CLOSURE: 


OO) 


You can find a Lore Ítem in the immediate 
vicinity. It’s the manila folder on top of the 
drill on the opposite side of the pit. 


Head into the tunnel and take a moment to use your sniper rifle from the safety of cover near the foot 
of the bridge. You should be able to pick off at least three of the Dark Op soldiers before they become 
alerted to your presence. 


SECO RA ROB TIVE ==: 


CLEAR OUT ENEMY CHECKPOINT 


When you come to the open cavern at the end of the tunnel, you'll be bombarded by enemy 
fire. There are two manned turrets suspended in the center of the cavern, as well as snipers 
perched on the catwalks above them. Transform into your mutated state and duck out from 
cover and unleash a barrage of parasites toward the turrets. Don't stay stationary, and 
quickly return to cover as soon as your Mutagen runs out. 


Hopefully, your parasites have evened the odds a bit. Next, find a closer spot, such as the 
small crates next to the column, and move to them. From a safe ventage point, snipe the 
remaining Black and Red Op soldiers, paying special attention to the ones in the turrets if they 
are still alive. 
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LORE ITEM #2 
WATER FLUORIDATION PLAN: 


eel 


Only when it’s safe ta do so, take the left 
path inside the turret cavern and locate the 
Lore Item on the table. It’s a semi-operational 
laptop. 


The turrets were guarding a bridge, which is currently retracted, keeping you from crossing a deep 
chasm. Enter the control room on the right and throw the switch to extend the bridge. 


LORE ITEM #3 


ALIEN ARTIFACT STORAGE LIST: 


CC Oe) 


You'll find a third Lore Item sitting on 
top of the control panel. Scan the stack of CD 
ROMs to analyze their contents for later viewing. 


EERE TIES 


RETRIEVE SCIENTIST 


Apparently, you are going to need the scientist to open the next set of doors for you, but getting him out of 
his hiding place might be a tough proposition. You have to return to the tunnel entrance and coax him out. 


LORE ITEM #4 
PERSONAL DIARY RECORDING: 


nt, 


Before vou go back for the scientist, 

climb either of the ladders on the opposite 
side of the bridge to get up to the snipers’ 
perch. Up in the perch you find a manila folder 
that can be scanned. 


On your return trip to the scientist, you'll be attacked by another wave of Dark Ops. Use your mutant 
form or heavy firepower to bring them down. 


ma ae 


Follow your objective marker to return to the scientist, who is at the opposite end of the tunnel. You are 
likely to encounter a pack of leapers along the way. When you arrive, press the Use / Reload button in 
front of the window to let him know the way is clear. 


SECONDAARH OBJECTIVE a: 


ESCORT SCIENTIST TO CHECKPOINT AND 
DEFEND IT WITH TURRET 


Follow the scientist closely all the way back to the bridge. Once on the other side, he asks you to get into 
one of the gun turrets outside while he tries to override the system. 


Guickly hop into either of the gun turrets and start shooting at the Dark Ops that are streaming into 
the cavern. They attack in numbers, making it difficult to get them all. Concentrate on the entrance to 
the cavern, but keep an eye out for cloaked Red Ops who try to get into the bridge control room. 


en mt Pasadena REEN 


Bed Op to get into the bridge control room, he will extend the bridge so 
rk Ops can get to the scientist. As soon as this happens, aim the turrets 
zel (follow the objective marker to get your bearings) and shoot it until it 
jave to repeat this a few times if they continue to get past your shots. 


EENS, 


The scientist eventually hacks the system, and you'll just need to defend the Checkpoint for just a few 


moments longer. Return to him and he gives you access to the next area, locking himself inside in the 
process. 


Just outside the Security Checkpoint in the next hallway is a small box containing Dynamite. Press the _ 
Use / Reload button to grab it. 


Before you move down the length of the hallway, use your sniper rifle to pick off the Red Ops at the 
opposite end. Doing so eliminates them, but it also causes the security door beyond to lock down. 


Since you won't be able to pass through this way, locate the unstable wall along the left side of the 
tunnel and press the Use / Reload button when standing next to it to place the Dynamite on it. Stand 
back, then use a weapon to shoot and detonate it, blowing a hole in the wall in the process. 


Move through the newly created corridor to the next area. A few leapers inside attack you, so be 
prepared with a reloaded weapon in hand. 


LORE ITEM #5 
SAFETY REPORT: 


As soon as you enter into this circular 
chamber, take an immediate left and locate 
the generator in the corner. On top of it is a 
JB grenade and a manila folder containing a 
Lore Item. 


Drop down into the chamber and get ready for a fight. You will first be attacked by a wave of 
leapers. There are plenty of explosive items here that can be used against them, but save 
them for what comes next. Instead, use your shotgun to blast them at close range. When 
they have been wiped out, a new monster emerges. This is the beast that killed Ramirez and 
Crispy! 


: ENEMY BRIEF: THE THETA 
| Ï The Theta is the ultimate biological weapon engineered by the aliens to spread a 
mutagenie virus as quickly as possthle to any carbon-based life form. Theta can 
communicate with and command leapers. Equipped with an electro-chemical pulse 
weapon, the Theta is an impressive killing machine. Rumors within the Illuminati elite 


talk af a “Super Theta” project. 


Ás soon as the battle with the Theta begins, use the explosive canisters to your advantage. Whenever it 


gets close to a set, make sure to detonate them to deal extensive damage. Continue to shoot at it with 
your weapons as well. 


Always stay on the move and do your best to keep the Theta in your sights. It leaps and lunges at you, 
swiping with its razor sharp claws. It also shoots out deadly eleetro-chemical pulses that take off small 
chunks of your health if they connect. You can find various Health Syringes littered about the chamber to 
help replenish your stores. 


After a number of direct hits, the Theta temporerily leaves the battle arena and uses its powers to call 
out a wave of leapers, then jumps back in along with its helpers. 


Keep shooting away at it, using everything you've got. Eventually, the Theta will jump out of the battle 
arena, this time up to the cavern wall, where it will tear open a grate and call out more leapers. 


Continue to shoot at it while strafing around the room and targeting it with your weaponry. After 
another few tense minutes, it will be defeated. 


mIESSIAm SAFE: 


PLACE: ALIEN BASE 


YOU FINALLY MEET THE MYSTERIOUS ALIEN EDGAR, WHO HAS BEEN KEPT IN A 
MECHANICAL PRISON, A GRAND EXPERIMENT USED TO EXTRACT THE VIRUS RUNNING 
THROUGH ITS BODY IN ORDER TO CREATE THE MOST POWERFUL WEAPON EVER IMAGINED. 
TO RESTORE YOUR HUMANITY, YOU INJECT EDGAR'S BLOOD AND COMBINE IT WITH YOURS. 
EDGAR TELLS YOU TO SEEK OUT THE DEPARTING VESSEL AND DESTROY IT BEFORE ITS 
DEADLY CARGO IS UNLEASHED INTO THE GENERAL POPULACE. IT'S YOUR ONLY CHANGE TO 
STOP WORLD ANNIHILATION. 


IMARN ORJECTIVES (<° WLORKE ITEMS 


1. Suicide Note 
1. Destroy the Shield and Kill the Gray 2. Theta Scan 
ê. Find Your Way Out of the Alien Labs 3. Cattle Mutilations 


1. Investigate the Alien Base 


4, Human Autopsy 
5. Alien Shield Memo 


FROM ALIEN 
BASE AREA 2 


EXIT 
START. 
TO ALIEN BASE) 


GUN TURRET 
TO ALIEN BASE AREA #2 


FROM MAGLEY AREA 
DOOR LOCK CONSOLE 


ITEM DISPENSER/CONSOLE_ 
LORE ITEM #1 


INVESTIGATE THE ALIEN BASE 


The Maglev train transports you deep into the alien base somewhere below Area 51. When it stops, 
disembark to the right and head into the alien complex. 


the Magley, watch the large viewing window to the right of it. A 
appear and watch you for a moment, before disappearing into 
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GUN TURRETS 
| TO ALIEN BASE AREAS 
ITEM DISPENSER/CONSOLE 
LORE ITEM #3 

FROM ALIEN BASE AREA 1 
MAGLEY CONSOLE 


migmatic Grays. Their first contact with 

d was the result of a scout ship that experienced a malfunctian 
ied near Roswell, Ne eo in 1947. They communicate using 
and telepathy. pcountered, they prefer to dwell in the 
enting with captive humans. Only the 
rparts know the exact purpose of these 


r 


erp 
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Inside the first room, activate the console in the middle, which unlocks the door to the left. The door to 
the right is already unlocked, but you should take the door to the left first, as there are a few items of 
interest in the room beyond. 


CONSOLE #2 
CONSOLE #1 
MISSION CANNON 


ERS 


MISSION CANNON CONSOLE 


LORE ITEM. 


 DISPENSING: rd 


the switch at either console activates an item dispenser. The one 
„offers up à few Healthy Syringes and the one on the right has JB 


LORE ITEM #1 
SUICIDE NOTE: 


ee) 
Inside this room is also a Lore Item, 
which can be found on floor in between the 


two item dispensers. 


Return back into the middle room and enter the opposite doorway on the right. As soon as you step 
inside, Meson gun turrets come online and target you. Take cover behind a console and shoot them out, 
unlocking the door beneath them in the process. 


You'll encounter two Dark Op soldiers in the next room. If youre short on ammo, transform into a 
mutant and toss some parasites or Contagion at them. 


LORE ITEM #2 
THETA SCAN: 


.e Open | @ 


From this room, take the left door first. It | 
leads to a dead end, but you are rewarded with 
a Lore Item. The room at the end is filled with 
Alien Globs, but a well-thrown JB Grenade 
clears them out in one fell swoop. Scan the 
monitor here to get what vou came for. 
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Return and go through the right doorway. Inside this next room, you'll encounter more Dark Op soldiers, 
Once they've been eliminated, take a moment to look around—vyou are in the viewing room where you 
saw the Grays earlier. 


window lifts the Maglev train you were on earlier and places it on a 
rack. 


LORE ITEM #3 
CATTLE MUTATIONS: 
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By pressing the switch at the large 
console in the middle of the room, you activate 
an item dispenser. It holds a Lore Item. 


Continue on through the left doorway to enter into the Autopsy Theatre. It's a horrific and disturbing 
sight, especially when you realize the Grays are aware of your presence and begin watching you. When 
you can't take it anymore, leave through the doorway at the end of the corridor. 


You find yourself inside a large room filled with Grays and tubes holding Thetas. One of the tubes is 
sucked up into the ceiling before the aliens sense your presence and teleport out. They also activate the 
security defenses. 


Find cover and pick off the four gun turrets at the back wall. They come online at different times, so be 
patient and wait for the right opportunities. Once they have all been destroyed, the door below them 
unlocks. 


LORE ITEM #4 
HUMAN AUTOPSY: 


ee) { 
Before you head through the doorway 
helaw, enter the doorway along the walkway 
to the left. Inside, you'll find a Lore Item 
against the back wall. 


WORTHWHILE DETOUR: 


Return back to the room with the Theta tubes and take the ramp down to the lower portion. Enter 
through the unlocked door at the bottom and take a ride on the alien platform. 


PFAHOARRH-- OBJECTIVE ==: 


DESTROY THE SHIELD AND KILL THE GRAY 


When you reach the top, e Gray appears inside a shielded core and tosses two globes of energy into the 
room. These globes transform into Black Op soldiers. You must blast through the shield protecting the 
Gray to destroy it. 


As soon as the battle begins, transform into your mutant state and empty your Mutagen stores by 
shooting out parasites toward the shield and Black Op enemies. 


When you run out continue to target the shield, but also concentrate on taking out the remaining Black 
Op soldiers using your BBG. Don't stay in one place for more than a moment and move into the inner 
sections of the room where youll find ammo and Health. 


Once the Gray has been destroyed, the doorway behind it opens. Before you take it, spend a few minutes 
cleaning the area of helpful items. 


LORE ITEM #5 
LIEN SHIELD MEMO: 


In addition to Health Syringes and ammo 
stores, you can find this area’s final Lore Item 
tucked away on the floor next to the alien 
console. 


, 


NEER PINE A Enden 


FIND YOUR WAY OUT OF THE ALIEN LABS 


Inside this next room, you'll find multiple canisters filled with Alien Globs. The door at the far end is also 
locked. There are three consoles with switches and it looks as if you need to press them all to proceed. 


» Cowtaipssur Bam Oracggwarso 
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Start with the first console near the entrance. This deactivates the energy shield around a weapon 
directly in front of you. Guickly grab the weapon and then retreat a ways, as pressing the switch also set 
loose a host of Alien Globs. 


WEAPON BRIEF: MESON CANNON 


This mysterious piece of alien technology fires off highly unstable Meson particles that 
cause a huge antiguark rift, sucking up and destroying anything within its supernova 
implosion. The cannon only holes one particle impulse and should be used with care and 
caution. 


If you have JB grenades, toss one or two to clear the area of Globs. When it's safe, pick a console and 
repeat the process. As soon as all three consoles have been activated and all the Alien Globs have been 
eliminated, the door at the back will open…. revealing even more Globs 


Head up the ramp to return to the Maglev train track to exit the area and continue deeper into the alien 
base. 


MISSIE SAE me: 


PLACE: ALIEN BASE 


YOUR DESCENT DEEPER INTO THE ALIEN BASE CONTINUES. AS YOU SLOWLY REGAIN 
YOUR HUMANITY, YOU BECOME MORE AND MORE DETERMINED TO STOP THE COMING 
ARMAGEDDON. 


PRIMARY OBJECTIVES 


1. Alien Base 


è. Lower Level Map 


3. Hover and Propulsion Technology 


4. Canister Cargo Orders 


5. Maglev Nema 


PLATFORM TO LOWER LE 


FROM ALIEN BASE 


A 


SHIELDEDIGRAY 
LORE ITEM #5 


EXIT 


ne 


PAH OBE TIVE- TN: 


FIND YOUR WAY THROUGH THE CARGO AREA 


The Maglev train transports you deeper into the alien base. This time, it lets you off somewhere in the 
bases cargo hold. 


LORE ITEM #1 


ALIEN BASE: 
oe 


You'll come across this area’s first Lore 
Item right away. Its location can be found on 
the floor in the small alcove to the left of the 
doorway. You'll also find a hefty amount of 
ammo here as well —be sure to take it! 


Inside the next room, just past the doorway, is a Black Op with his back to you. Take advantage of the 
element of surprise and pick him off with your sniper. You won't get the chance with the next two, but a 
well-thrown grenede or a barrage of assault rifle fire will take care of them. 


LORE ITEM #2 
LOWER LEVEL MAP: 


ee) 

A second Lore Item can be gained from 
accessing the control panel in the center of 
the room. This activates an item dispenser, 
which is holding the item. 


/ 


Enter into the next hallway cautiously. There is a Red Op soldier hiding behind the canisters to the right 
at the far end waiting to ambush you. Take care of him first by tossing a grenade his way. Ride the 
platform inside the huge cavern down to the next area. 


LORE ITEM #3 OO mmendied 
HOVER AND PROPULSION | EE 
TECHNOLOGY: 


As soon as you tal off the platform turn 
around and locate the Lore Item sitting on the 
floor in the right hand corner. 


Âs you make your way down the path, another Gray teleports in behind a shield. Quickly mutate and 
shoot parasites at it until you've expended every last drop of Mutagen. Next, switch to a strong weapon 
and take out the Black Ops. If you were fast enough, you should have eliminated the Gray even before the 
first Black Op materialized. 
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Take the platform down to the next level, then press the next switch to extend a bridge across the 
chasm. As you start to walk across it, Black Op soldiers spawn on the other side, causing the bridge to 
retract. Quickly retreat back the way you came before you fall to your death below. 


In order to safely cross the chasm, you must first snipe all of the Black Ops across the way. Take cover 
and methodically pick them off. If you start to-run low on Health or ammo, you can mutate and send 
parasites their way. When it's safe, activate the bridge again and head across to the other side. 


« 


men 

a 

en 
Neat 


RETURN THE FAVOR: Ee. 
4 5 you reach the other side of the bridge, Black Op soldiers chase after you 


LORE ITEM #4 
CANISTER CARGO ORDERS: 
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You'll find another Lore Item here. Locate 
it to the right, just behind a column, next to 
the platform switch. 


When you reach the lower level, you have to deal with another shielded Gray and Black Ops. This time 
there are two of them! They teleport in on the right and left sides of the path toward the far end. As 

before, transform into a mutant and concentrate on one of the Grays, shooting it with parasites until 
the shield around it explodes, then turn your weapons on the Black Ops. 


When you run low on Health or Mutagen, backtrack a bit to find stores of both on either side of the path. 


Replenish yourself and return to the battle at hand. When both sets have been eliminated, head through 
the door on the opposite end to exit the area. 


Masten 


LORE ITEM #5 
MAGLEV MEMO: 


eel) 

Before you head through the door to the 
exit, make sure you scan the final Lore Item 
sitting in the right corner next to the door! 
If you miss it, vou won’t get a second chance 
untess you reload the checkpoint! 
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MISSIE Al: 


PLACE: ALIEN BASE 


YOU'VE COME MUCH TOO FAR TO BACK DOWN NOW. YOUR FINAL PUSH TO THE GORE OF 
THE ALIEN BASE WILL EITHER LEAD YOU TO FREEDOM... OR GERTAIN DEATH. 


FERIMARY, OBJECTIVES 
1. Find the Magleu to the Core 1. Disable Both Generators to Lower the Field 1. Alien Power Generators 
2. Return to the Theta Transfer Room 2. The Super Theta Project 
3. Crop Circle Origins 
4, Scalar Teleportation Notes 
5 


Meson Cannon Documentation 
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LORE ITEM #1 Je 
ITEM DISPENSOR/CON 


START 


LORE ITEM #3 
LORE ITEM #4 
FIELD GENERATOR SET 4 


PLANAR DOBJECTTIVE TE: 


FIND THE MAGLEV TO THE CORE 


Continue moving through the connecting airlock tunnel and into the next area of the alien base. Inside, 
you'll find two consoles and two possible paths. 


Go ahead and press the switches at the consoles—they don't release the bizarre embryos inside the 
canisters. Instead, they activate item dispensers in the small room with the transparent floor. That's an 
alien generator beneath your feet. 


LORE ITEM #1 


ALIEN POWER GENERATORS: _ 
{ 


Ol 
You'll also find a Lore Item inside the 
generator room. Ít’s nestled on the back wall 

in the center. 


DISABLE BOTH GENERATORS TO LOWER THE FIELD 


Either path takes you down into the large chamber beyond. In order to continue, you're going to have to 
locate and destroy two of the alien generators. The first one, Field Generator Alpha, is set in the wall 
between the two paths. As soon as you reach the bottom of the path, turn right or left (depending on the 
path you chose) to locate it. Shoot it until it explodes. 


As soon as the first generator is disabled, Dark Op guards enter the room from the doorway to the left. 
Quickly engage and eliminate them, then continue the battle with a few more inside the room from where 
they came. 


Follow the objective marker through the room and up the ramp into the Theta Transfer Room. Inside, a 
squad of Red Op soldiers accost you. Transform into your mutant form to locate them and take them 
out accordingly. 
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LORE ITEM #2 
THE SUPER THETA PROJECT: 


WO) 


Before you take out the second generator, 
take a moment to locate the Lore Item on the 
floor, which is underneath the glowing Theta 
canister, just to the right of it. 


Follow the objective marker down the path directly underneath the hovering Theta and into the next 
room. Stay near the doorway and use the sniper rifle to pick off the Black Op soldiers before they are 
aware of your presence. A third Red Op must be found and eliminated. 


Locate the console in the back left corner. Activating the switch deactivates the shield blocking your 
progress. Pressing the switches at the other two consoles opens the item dispensers. 


LORE ITEM #3 Pr | TT 
CROP CIRCLE ORIGINS: de im ee 


Activating the console at the back right of 
the room reveals a third Lore Item inside the 
item dispenser. Make sure you scan it before 
moving on. 


WIEN 


Continue to follow the objective marker into the next corridor. Another squad of Dark Op soldiers 
engages you in battle here. Taeke cover and pick them off. 


LORE ITEM #4 
SCALAR TELEPORTATION NOTES: 


Be sure to take a right at the entrance of 
the corridor and find the Lore Item on the 


floor in the corner. Scan it, then move on. 


You'll find the second generator, Field Generator Beta, inside the corridor along the left side. Fire at it 
until it is destroyed, deactivating the Theta Cleansing Unit—that doesn't sound good! 
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RETURN TO THE THETA TRANSFER ROOM 


Dont expect a clear path on your return. More Dark Op soldiers confront you as you make your way 
back to the Theta Transfer Room. 


When you arrive, you'll find that the Grays have released the Super Theta from its chamber! Like the 
Theta you encountered earlier, this massive alien creature shoots Meson particles from its shoulder. 
lt also lunges and swipes at you. From time to time, it will also release Alien Globs fram the canisters 
above to complicate matters. 


Quickly equip the Meson Cannon and use any charges you have inside its chamber. When you run out, 
switch to the BBG and continue to target it while strafing and tossing grenades. 


Once the Theta releases the Alien Globs, switch to your mutant form and throw a barrage of parasites 
toward them while targeting the Theta. 
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YOUR HEALTH: == nnn en 


re you keep an eye on vour Health meter during the battle. If it gets 


stores. Even if you have a fraction of Mutagen left, it's worth the effort. 


Don't let up on the attack, throw everything you've got at the Theta. It releases all four canisters of 
Alien Globs before the battle is over. Eventually, it starts to pulsate and glow—this is not a good sign! 


Once the Theta begins to emit energy and glow, this means it is going to discharge a powerful blast of d 
infected and deadly Mutagen at its prey. Clear out as far away as you can and continue to blast away at it. Ö 
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Eventually, the beast goes down. Take a breather, then exit through the doorway at the bottom of the 
ramp on the opposite end of the room. : 
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/ for an onslaught of Red Op soldiers inside this next area. If you have 
Jeff in your meter, mutate and take them out. 


Return back to the lerge chamber where you took out Field Generator Alpha and wipe out the 
remaining Dark Ops here. When it's safe, take the green glowing ramp in the middle. 


LORE ITEM #5 
MESON CANNON DOCUMENTATION: 
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The final Lore Item for this area is 

lacated on the catwalk to the left. Quickly dart 
past the Theta canister as it passes hy and 
move to the end where you'll find it lying on 
the ground. 
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Head through the doorway up top, engage the Red Ops inside this next room, then continue on 
through the next set of doors to the Maglev train waiting to whisk you to the Alien Core. 
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PLACE: ALIEN CORE 


THE MAGLEV TAKES YOU INTO THE DEEPEST, DARKEST SECTION OF AREA 51—THE 

ALIEN CORE. IT ALSO DELIVERS YOU TO YOUR DESTINY. WHETHER YOU LIVE OR DIE IS 
COMPLETELY IN YOUR HANDS. THE ACTIONS YOU TAKE NEXT WILL EITHER SAVE THE 
WORLD, OR DOOM IT FOR ALL ETERNITY. 


ERIMARY OBJECTIVES | SECONDAKY OBJECTIVES LORE ITEMS 
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1. Find the Core Beneath the Alien Ship 1. Destroy Core Vents 1. Stolen Technology 


2. Find a Way to Extend a Bridge to the Core ê. Alien Turret Life-form 
3. Make Your Way to the Core and Destroy It 3. Madel of Satellite Ship 
4. Escape Alive 4, Gore Specifications 


5. Galaxy Portal 
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LORE ITEM #2 

START 
LORE ITEM #1 


GUN TURRET 
ATFORM TO SECTION 3 
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FIND THE CORE BENEATH THE ALIEN SHIP 


The moment your Maglev arrives you'll find yourself blocked by patrolling Dark Ops. Stay back and pick off 
a few if you can‚ then use any means necessary to eliminate the rest. 


LORE ITEM #1 
STOLEN TECHNOLOGY: 


ON 
Your first Lore Item can be found right p A 
next to the Maglev on the platform. Take a left 
from the Maglev and locate it on the floor by 


the wall. 


add j more Dark Op soldiers, you have to destroy two gun turrets above 
the far door and the soldiers who come pouring through it. Make sure to shaot # 
from the safety of cover. | 


LORE ITEM #2 
ALIEN TURRET LIFEFORM: 


ee—Á) 

Only when the area is secure should you 
attempt to locate and scan this second Lore 
Item. It can be found in the small alcove, in 
the corner of the room, to the left of the exit 
door. 


Continue through the door and into the transparent tunnel. Upon entering the circular chamber at the 
other end, the entry disappears and a new opening reveals a vast chamber housing a humongous alien 
ship. 


PFAHNARR DOBBE TIVE Ee: 


FIND A WAY TO EXTEND A BRIDGE TO THE CORE 


Your only choice is to ride the Maglev to wherever it takes you. Hop on and enjoy the fantastic view. 


_ LORE ITEM #3 
MODEL OF SATELLITE SHIP: 


When yau reach the arrival platform on the 


other end, locate and scan the Lore Item 
sitting on the floor in the back left corner. 


Enter into the circular chamber to reveal the next pathway. As you head through the corridor, you'll 
witness Grays on either side operating the controls and consoles—you can't let them launch that ship. 


Numerous Dark Ops attack you as soon as you enter this huge chamber. Quickly transform into your 
mutant state and bombard them with parasites and/or Contagion. Take cover to the right, where you'll 
find temporary shelter and an item dispenser holding plenty of Heath Syringes. 


At the opposite end of the chamber, there are two more gun turrets that must be destroyed. Once they 
are no longer operational, the shield guarding the alien platform will deactivate. Hop on and ride it up to 
the next level. 


Pf You wont get a break up here. As soon as you arrive, more Dark Ops target you. Take cover and pick 
En them off, then continue down the corridor and into the next area. The fight continues inside the next 
room—these soldiers are fierce and they constantly toss grenades at you in order to draw you out, or 
blast you to bits. 


Make sure yau throw a dk on the console in the jet corner here, which 
gpens a. serf j 


When you head through the set of doors at the end, you'll find you've traveled halfway around the huge 
ship and are back out in the cavern. There is a control panel here that extends a bridge below. If you 
wait a few moments and deactivate the bridge, you can get rid of a few Black Ops who are running 
across it. Just remember to re-extend it before leaving. 


Binden 


P-AHAha--DOBJEETIVE 5: 


MAKE YOUR WAY TO THE CORE AND DESTROY IT 


LORE ITEM #4 
CORE SPECIFICATIONS: 


Nen | 
Make sure you find and scan the Lore 
Item to the left of the doorway (next ta the 
item dispenser) before returning the way you 
came. 


Now, go back the way you came. You'll find a little resistance when you reach the platform at the end of 
the tunnel, but it's nothing you can't handle. 


5 hete fioht tio your tour of duty in Ars 51! At the very end of the chamber, a 
E shielded Gray appears and starts spawning Black Ops into the room. To make matters 
_ worse, it is protected by a force field covering the front, so you'll have to quickly reach 
the back of the chamber and shoot at it from behind. 


er IPA] 


Quickly transform into your mutant state and send a barrage of parasites toward it 
and the spawning Black Op soldiers. As soon as you run out, use your JB grenades 
and weaponry to clear out as many as you can while retreating toward the front of 


sax the room. 


Along the left side, you'll find an item dispenser with Mutagen Syringes. Refill 


your stores, then transform again and repeat the process. If all else fails, use 
your Meson Cannon and shoot a charge directly at the shielded Gray—this should 
definitely do the trick. 


Head through the doorway, behind where the Gray was positioned, and enter the circular chamber. As 
soon as the pathway is revealed, you'll be attacked by more Dark Ops fram on the bridge. 


When you're able to do so, cross the bridge and move onto the ship. Don't waste your time running 
around its perimeter—both ways are dead ends and there are no items to be found. Instead, go directly 
into the circular chamber to enter the Power Core. 


SECCDOMDRAR EF OBJECTIVE 1: 


DESTROY CORE VENTS AND TURRETS 


Destroying the Power Core seems easy enough. Just shoot the exposed vents as it rotates around. 
Continue to shoot them until they begin to crack open. 


Uh oh. It seems destraying the vents results in releasing solar flares from the mini-sun contained 
inside. In order to avoid getting fried from intense radiation, move behind one of the solar shields 
rotating around the perimeter of the chamber. 


“to shoot the Gore Vents and take the least amount of damage, shoot 
order, exposing the solar flares one after another in succession as the 


When the final Vent has been destroyed, the Core rotates on its axis and exposes gun turrets on its 
top and bottom. Do your best to continually follow end stay behind a shield, then poke out and shoot at 
the turrets when they are in view. 


Continue to shoot at the turrets while using the shielding to protect you from their fire and the solar 
flares. With due diligence, the Core eventually implodes, causing the alien ship to begin a self-destruct 
sequence. 
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JECTIVE: Escars Aurve 


ESCAPE ALIVE 


The only thing left to do is escape from the alien ship—and Area 51 —alive. A countdown timer appears 
in the bottom of the screen— you have a mere 50 seconds to get out with your life! 


Follow the objective marker to exit the Power Core and make your way back across the bridge. This 
would be a good time to mutate end use your parasites to clear out the desperate Black Op soldiers that 
attempt to halt your escape. 


Errina 


Stay concentrated and keep moving— don't worry about the debris hitting the bridge and causing it to 
wobble. Enter the circular chamber at the opposite end of the bridge and then move down the corridor 
toward the giant portal at the end, shooting your way through the opposing forces. 
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LORE ITEM #5 
GALAXY PORTAL: 


tre ON 


Believe it or not, there is a final Lore Item ó s VEP 
on the floor to the left of the portal. Hopefully, Et 
vou have enough time to quickly scan it before ABE 
the countdown runs out. 


me 


Jump through the portal and witness the destruction of Area 51 and the aftermath that ensues. You 
made it out alive and stopped the Illuminati agenda. It's all over. or is it just beginning? 
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FALL, TIF AFER 


In addition to the comprehensive Campaign Mode, Area 51 features a robust Online Mode where you can compete with up to 15 
other players in a variety of multiplayer matches. For more information on getting online and configuring your network settings, 
please refer to the game's instruction manual. In this section of the strategy guide, we have taken the liberty of labeling all of the 
multiplayer maps with callouts for all of the weapons, pick-ups, ammo, and key items found in each level's nooks and crannies. In 
addition, we've also listed specific strategies to help give you the upper hand in battle. Be sure to spend some time memorizing the 
layout of each map before heading in for a match—it can definitely make a difference between racking up some extra kills or getting 
your head handed to you. 


Blaze gets its name from the impassible wall of fire at one end 
of the level. Comprised of a large main hall, with upper level 
walkways on either side, Blaze is a sniper's dream with 
plenty of perches to sit and pick off your opponents. The 
interior hallways and rooms are a good source of ammo, 
grenades, and health, and you can find a single 
Meson Cannon located along the south interior 
connecting hallway. There is also a lone 
sniper rifle in the center room, 
along the top right-hand 
walkway. 
Be especially careful 
when using the upper 
walkways in the main hall 
to snipe and pick off your 
opponents, since there are 
no objects, columns, or other 
obstructions that offer any 
major cover or protection. 
On the other hand, when 
on the bottom floor, 
you can use the upper 
walkway ceilings to give 
you protection by staying 
underneath them. Finally, 
transforming into mutant 
form will allow you to quickly 
identify targets in some of the 
darker areas without having to use 
your flashlight and give away your 
presence. 
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Bloodbath is a multi-story vertical map that is ideal for sharpshooters. When running along the higher walkways, be 
careful for high drop offs that can lead to massive damage. However, if you have a full health bar, its a calculated risk 
you should take in order to get to the bottom levels quickly. 

When on the ground floor, use the upper walkways for cover, as they are mainly comprised of bulletproof glass. While 
you won't find a sniper rifle anywhere in this level, there is a powerful Meson Gannon located along the walkway that 
runs along the perimeter of the blood-stained bottom center section, as well as a few BBGs strewn about in strategie 
locations. You can find one of them hidden inside the steam on the second floor, and the other two are on suspended 
platforms that must be dropped down from above to get to. You can also use the steam to hide yourself temporarily, 
although it is not recommended that you camp there, as it is too thick to allow you to see your opponents until they 


are right on top of you. 
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FAT 


Rift is a huge map with a large sludge-filled pit of acid running through the center of it. This level is a veritable treasure trove of 
weapons and pickups with some of the more powerful ones, such as a quartet of Meson Cannons, cleverly tucked away inside small 
observation rooms set inside the walls above the pit. This map also includes both Jump and Warp Pads that will allow you to quickly 
navigate from one section to the next. 

Some areas to watch out for are the broken bridges that span portions of the pit—one misstep will result in a blistering dip. 
However, if you do fall into the sludge, all is not lost. There is a warp portal at the south center of the pit, which will teleport you back 


onto solid ground if you can get to it quick enough. Use the level's higher elevations for sniping, and the debris down in the center for 
cover from enemy fire. 
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DEATH SPAREN 


Death Squared features two mirrored sections divided by a huge, impassible wall of fire that must be circumnaviga ed. 
in order to get to the other side. The map’s central room is where the wall of fire is located, and there are a series of 
connecting hallways and corridors that lead to other portions of the level. You'll find two BBGs at the foot of the fire on 
either side, as well as a pair of Meson Cannon's in this map's lower level. 

Use your mutant form while in the tight hallways, as they are good areas for overcoming your opponents. If you are 
out of Mutagen, switch to a strong short-range weapon, such as the shotgun, which works extremely well in cramped 
quarters. In addition, randomly tossing grenades over the fire is a good way to score a few unexpected kills. Finally, 

the bluish gas pouring out of the 

busted canisters in the northern- 

most room is nontoxic and provides Ke 
excellent cover from the enemy. 
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Gazebo is a sprawling map that gets its name from the large glass gazebo roofs over the main bases on either. side. 
With so many twisting hallways, tight corners, ramps, and similar-looking areas, it's easy to get lost inside its labyrinth 
like maze. In addition, multiple base entrances make defending the bases a difficult prospect. You can actually jump 
onto the gazebo roof and use it as a vantage point to pick off your opponents and defend your base. The bulletproof 
glass makes it tough to target you from below while providing a solid vantage point to snipe your enemies as they 
enter the area from any number of doorways. The open areas and long sightlines in this map also provide plenty of 
good sniping opportunities. 
You'll find no shortage of weapons and 

WARP PAD ammo in this level, including twin BBGs 
E on platforms near each base, as well 
ae al me as two more inside the lower corridors 

“ej b' accessible by dropping into them inside 
the pit in the center of the map. You 
| can also find a Meson Cannon on 
“PE either side of this map by following the 
di hallway toward the center, taking the 
top walkway and then dropping down 
through the hole in the floor to the 
alcove below. 
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HILLIE 


Hillking is a fairly small interior map with a lot of open spaces and nowhere really to hide or take cover. The main portion of the map 
is an oval-shaped, multilevel chamber with a suspended platform hanging from the ceiling in the center that holds a Meson Cannon 
There are also a series of air ducts around the perimeter that are packed with ammo and pick-ups. 

Due to its small space and little cover, closer range weapons, such as grenades and the shotgun, work especially well at scoring kills. 
Going for the Meson Cannon in the center by using the Jump Pad along the bottom floor can be a calculated risk, as getting it is easy, 
but doing so leaves you wide open to your enemy. When on the air ducts, tossing grenades can get you unexpected kills. They are also 


a good place from which to snipe, as 
long as you don't camp in one place 
for too long. 
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Meltdown is a relatively compact map with bases on either end separated by a very deadly fusion reactor set into 
the pit in the center. The tight, small hallways offer little place for cover or maneuverability, but the wide-open bridge 
spanning the center will leave you an even greater target. En 
When storming a base, expect heavy resistance on the bridge. Look 
for areas above the bridge on each side to perch and snipe your 
opponents. Falling off the side and down to the fusion reactor can be a 
deadly prospect, although it's worth the risk if you can locate the pipes 
in the corners and carefully hop your way down from one to the next to 
get down in there — you'll find two Meson Cannons here, one on each 
opposite end. Jump Pads will return players back up to the top. 
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FREACTOR 


Reactor is one of the smaller maps in the game that is anchored on each side by two large rooms. Its tight hallways leave little 
room for cover and maneuverability, so expect high kill numbers and death rates on both sides. You'll find Meson Cannon's cleverly 
tucked away inside hidden rooms, which can be found by heading underneath the ramps in each large room, squeezing between 
the pipes and steam, then ducking into the crawlspace beyond. You can also hide inside the steam or behind the pipes underneath 
these ramps and ambush your enemy as they enter the room. 

While there are sniper rifles in this level, you'll find the cramped spaces and halls do not work well for sniping. Instead, get up 
close and personal with your close-range weapons (shotgun, assault rifle, grenades) to blast away at your targets. Finally, use the 
bulletproof glass walkways to your advantage — they provide excellent cover and allow you to locate enemies in the areas below. 


Shaft is comprised of a just a few rooms with a deep shaft filled with raging flames set in the lower right section. Be on 
careful when navigating the open stairways around the shaft, as it's instant death if you fall inside. With caution, you 
can quickly maneuver around and over it though, allowing you to get down to the bottom rapidly. 

This small map rewards those that use powerful closer-range attacks. As such, you wont find a sniper rifle anywhere 
in this level. Instead, grenades, shotguns and even BBGs 
are what will score the most kills. You can also find a 
Meson Cannon hidden behind a sofa inside one of the 
main office areas. If things get too hairy, and the cramped 
spaces become crowded, fall back on your grenades to 
give yourself some breathing room. The burning offices 
behind the bulletproof windows cannot be accessed, sO 
don’t bother trying to get inside them. 
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Steamer gets its name from the steam seeping from the pipes inside its central chamber. You'll find plenty of places to hide inside 
this large map, and the steam can provide good cover and give smart players the element of surprise. Look for small crrawlspaces 
underneath pipes and ramps that offer ambush opportunities. 

This map also has a well-hidden corridor that leads to some extra firepower. To locate it, take the ramp to the top level inside the 
middle chamber, and then follow the hallway into the rooms at the opposite end. You'll find a hole in the grating here that will drop 
you down into a steam-filled corridor which 
leads to back to the main chamber, but 
high up on a perch where you can use the 
vantage point to snipe your opponents. 
Finally, there is a sniper rifle resting atop 

the air ducts here that can give its owner a 4e 
tactical advantage. 
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Similar to Hillking, Two To Tango's map is comprised of one large, multilevel central chamber surrounded by walkways — 
lining its perimeter. The long outer hallways are perfect for sniping unaware targets at the opposite ends, andthe 
large chamber in the middle is the perfect place to unleash a barrage of enemy-seeking parasites with nothing to stop 
their approach. 

Like Hillking, there is also a suspended platform hanging in the middle of the chamber with a Meson Cannon on ib, 
although jumping to it can leave you vulnerable to enemy attack. You'll find the sniper rifle along the bottom floor, hiding 
beneath the hanging flags, which is also a good spot to hide yourself and pick off your opponents. Be especially wary 
when navigating the open hallways, as they are veritable deathtraps, providing little to no cover. 
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Wired is one of Area 51's most crowded and complex maps, with a ton of ammo, weapons and pickups that can be found strewn 
throughout its many corridors, rooms and hallways. Unlike some of the other maps in the game, the bluish gasfilled moats in each of 
the base rooms are not safe, and will cause deadly harm to anyone foolish or unfortunate enough to drop down into them. This map also 
features a large number of Jump and Warp Pads that will help cut down on navigation times for those sharp enough to master them. 
Use the observation decks along the top of the base rooms for good sniping opportunities. A few wellkthrown grenades from up high 
can also score you some instant kills. The sniper rifle can be found inside the small rooms above each base on either side of the map, 
and some of the more powerful alien weapons, including the BBG and 
Meson Cannon are located in the outlying rooms with the 
JUMP PAD bulletproof glass walkways. As always, make use 
Í of these walkways for protection while 
ä ; looking through them to help 
locate any enemies above 
or below. 
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Unlike many of the other maps in the game, Trinity features mostly wide hallways and large open spaces, making te 


difficult to find good hiding spots. It's not without its ambush opportunities though, as some of the dark, narrower 
alleys are the perfect spots to hide in wait. 

In order to grab the Meson Cannon in this level, you'll need to use multiple Jump Pads to launch you up to it. ts 
location is on a suspended platform high above in the center-most room. Once you've acquired the Meson Gannon, 
save its precious ammo for clearing out the large, wide-open spaces of the base areas. The large, open hallways 
also provide multiple avenues for launching attacks. You'll find a sniper rifle and a BBG strategically placed along the 
outlying corridors and small ledges above some of the ramps can be jumped on to and then used to surprise your 
enemies who happen to pass by underneath. Finally, there are hidden Warp Pads behind the large crates at each 
base, which provide a quick means of escape if you are in trouble. 
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Bridge is an extremely complex multilevel map full of twisting corridors, small stairwells, hidden routes accessible only 
by walking out onto pipes and one very large and deadly toxic chamber filled with bubbling acid. The level is teeming 
with conventional weapons and ammo, so expect lots of dual weapon fighting. Even though there is an abundance of 
pickups, many of them can be found in hard to get places or are well hidden — especially the more powerful alien 
technology. You'll find plenty of JB grenades in this map, so don't be stingy with letting them rip. 

If you do drop down into the toxic chamber, be very careful to stay on the small grated walkway. There's really nothing 
worthwhile down here, but a Jump Pad in the middle can be used to quickly launch you back up to the top level. This 
map also features a lot of nooks and crannies, which provide good hiding places and ambush opportunities. Make 
good use of them. 
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Core is one of the largest maps in Area 51 and features a huge wind tunnel in the southwest portion, as well as à 
large Warp Portal along the northern top. This map is full of secret and hidden sections, dark areas and well-placed 
weapons and ammo. Be on the lookout for these areas both above and below you, and the old adage, ‘look before you 
leap” should definitely be applied here, as steep drop offs into deep chasms can result in instant death. 

Navigating the wind tunnel can be especially tricky. Using the propulsion to send you into the air will not only allow you 
to get up to the Meson Cannon on the platform high above, it will also make you a harder target to hit. Unfortunately, 
floating through the air also hampers your aim, so there is a definite downside as well. You can also use the high 
platforms inside this room to snipe unwitting 
opponents. Memorizing the layout will 
en definitely give you an edge over the 
enemy, and finding the hidden areas 
and items is the key to victory. 
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Cauldron's wide-open walkways lend themselves well to team-based combat. You can also use their columns and walls for limited 
cover. In addition, this map features powerful Warp Portals that will drag you in with their powerful pull if you get too close. 


You can find solid weaponry, such as the : 


sniper rifle, in the center of the 

main map, while the Meson ___… 
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atop the far wall in the 
connecting hallway. To 
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to jump the railing and a, A UE: Ee 
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below to launch you up An | | 

there. Finally, watch 
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of snipers in the 
central chamber, 
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locations. 


PEEFF 


WARP PORTAL 


lied 


BELEVATOA / WARP 


WARP PORTAL 


JUMP RAD 


JUMP PAD in ie Le: 


JUMP PAD 


1IVADER 


Invader is the only map in Area 51 taken from the alien base in the 
single player mode. As such, its eerielit corridors and iridescent 
halls can lend confusion to an already complex level. This map also 
features multiple Warp and Jump Pads, which can give an edge to 
players who use them wisely to quickly traverse through the level. 
Since this is an alien-based map, it is densely populated with alien 
weaponry. You'll find plenty of JB grenades, BBGs and even a well- 
placed Meson Cannon, which can be acquired by using the War 
Pad to teleport to it. Use your mutant form to quickly overtake 
enemies in this levels tight hallways, and your parasites will easily 
find their mark in the open chamber sections. Finally, you'll find a 
treasure trove of weapons and pickups in 
the dark alcove inset in the wall in 

the northernmost room. 

Make sure to head 
behind the small 
obstructions in 
here to find 
them. 
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